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(54) PORTABLE ELECTRONIC DEVICE AND ENTERTAINMENT SYSTEM 



(57) A portable electronic device has a program 
memory 41a for storing a program, control means 41. 
for controlling execution of the program, and wireless 
communication means for performing at least one of 
data transmission and data reception with another 



device, and information accompanying execution of the 
program of the master is transferred, and data that is 
based upon the transferred information is transmitted 
via said wireless communication means. 
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Description 
Technical Field 

[0001] This invention relates to a portable electronic 
device used as an auxiliary storage device such as a 
memory card inserted into the master unit of information 
equipment, as well as an entertainment system such as 
a video game station having a function for storing game 
data or the like in an auxiliary storage device. 



Background Art 

[0002] A portable electronic device or slave serving as 
an auxiliary storage device such as a conventional 
memory card used upon being Inserted into the master 
of information equipment such as a video game 
machine is equipped with an interface for making a con- 
nection to the console (master) of the Information equip- 
ment and a non-volatile storage element for storing 
data. 

[0003] Fig. 60(a) illustrates an example of the arrange- 
ment of the principal components of a memory card, 
which is an example of such a portable electronic 
device according to the prior art A memory card 
according to the prior art has control means 1 1 for con- 
trolling the operation of the memory card, a connector 
12 for making a connection to a terminal provided in a 
slot of information equipment or the like, and a non-vol- 
atile memory 16 for storing data. The connector 12 and 
the non-volatile memory 16 are connected to the control 
means 11. 

[0004] The control means 1 1 Is constituted by a micro- 
computer, by way of example. A flash memory such as 
an EEPROM, for example, is used as the non-volatile 
memory 16. There are also instances where the inter- 
face for the connection to the information equipment or 
the like employs a microcomputer as control means for 
interpreting protocols. 

[0005] Fig. 60(b) illustrates the items controlled by the 
control means 1 1 of the conventional memory card 10. 
[0006] As illustrated, the memory card merely has a 
console connection interface for connection to the con- 
sole of the information equipment or the like, and a 
memory interface for Input and output of data to and 
from the non-volatile memory. 

[0007] Further, the conventional video game station 
such as a TV game station for home use has a function 
for storing game data and the like in an auxiliary storage 
device. The above-mentioned video card is used also 
as an auxiliary storage device of such a video game sta- 
tion. 

[0008] Fig. 61 illustrates an example of a conventional 
video game station that uses a memory card as an aux- 
iliary storage device. This conventional video game sta- 
tion 1 has a console 2 accommodated within a 
substantially quadrangular case and Is constituted by a 
centrally provided disk mounting unit 3 in which is 



mounted an optical disk serving as a recording medium 
on which the application program of a video game has 
been recorded, a reset switch 4 for resetting the game 
at will, a power-supply switch 5, a disk operating switch 

5 6 manipulated for mounting the optical disk, and two 
slots 7 A and 7B, by way of example. 
[0009] The memory card 1 0 used as an auxiliary stor- 
age device Is Inserted into the slots 7A. 7B so that the 
results of a game, for example, that has been run on the 

10 video game station 1, are sent from control means 
(CPU) 19 and written to the non-volatile memory 16. An 
anangement may also be adopted In which a plurality of 
control devices (controllers) (not shown) are connected 
to the slots 7A, 7B, thereby enabling a plurality of users 

is to play competitive games against one another at the 
same time. 

[0010] Consideration has been given to providing a 
slave, which Is connected utilizing the memory-card slot 
of a video game station or the like serving as the mas- 

20 ter, not only with the storage function of an auxiliary 
storage device but also with a function for executing pro- 
grams such as games. Such a slave can also be used 
as a portable electronic device as Is, and by making it 
easy to communicate with other equipment, a wider 

25 range of applications can be achieved. This in turn can 
stimulate new demand. 

[001 1 ] The present invention, which has been devised 
in view of these circumstances, has as its object to pro- 
vide a portable electronic device and an entertainment 
30 system, wherein the portable electronic device Is capa- 
ble of being connected to a master, can be used even as 
a stand-alone slave and readily communicates with 
other items of equipment. 

35 Disclosure of Invention 



[0012] A portable electronic device according to the 
present invention is equipped with an interface for mak- 
ing a connection to a master having a program execut- 
40 ing function, the portable electronic device comprising 
program storage means for storing a program, control 
means for controlling execution of the program, and 
wireless communication means for performing at least 
one of data transmission and data reception with 
45 another device, wherein information accompanying exe- 
cution of the program of the master Is transferred, and 
data that is based upon tiie transferred information is 
transmitted via the wireless communication means. 
[0013] Accordingly, the inventive portable electronic 
50 device is provided not only with the memory card func- 
tion of the kind used heretofore and with the function of 
the conventional memory card used as an auxiliary stor- 
age device of information equipment or the like but also 
with wireless communication means for sending data to 
55 and receiving data from another memory card or the like 
and with a battery or the like for supplying the above- 
mentioned units with power. As a result, it is possible to 
provide a memory card that not only stores data but also 
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executes a downloaded application program independ- 
ently and performs a cooperative operation while 
exclianging the results of program execution with other 
information equipment. Furthermore, It is so arranged 
that a video game station having a function for storing 5 
game data or the like in an auxiliary storage device 
uses, as the auxiliary storage device, a memory card 
capable of downloading and independently executing 
an application program and of exchanging the results of 
execution with other information equipment As a result, 10 
it is possible to provide a video game station that per- 
forms cooperative operation such as implementing a 
game upon incorporating the results of a game played 
independently using the memory card. 
[0014] Further, an entertainment system according to i5 
the present invention comprises a master having a pro- 
gram executing function and a slave equipped with an 
interface for making a connection to the master, wherein 
the master has control means for transferring informa- 
tion accompanying execution of the program to the 20 
slave and for reading in information from the slave, and 
the slave has program storage means for storing a pro- 
gram, control means for controlling execution of the pro- 
gram, and wireless communication means for 
performing at least one of data transmission and data 25 
reception with another device, wherein information 
accompanying execution of the program of the master is 
transferred, and data that is based upon the transferred 
information is transmitted via the wireless communica- 
tion means. 30 
[0015] Accordingly, the entertainment system does 
not merely have the conventional relationship between 
a master and a slave serving as a memory card but is 
constituted by a master and a slave that has wireless 
communication means for sending data to and receiving 35 
data from another memory card or the like, and a bat- 
tery or the like for supplying the above-mentioned units 
with power. As a result, it is possible not only to store 
data but also to independently execute a downloaded 
application program and perform cooperative operation 40 
while the results of program execution are exchanged 
with other information equipment. Further, in accord- 
ance with the present invention, a memory card capable 
of downloading an application program and executing 
the program independently and of exchanging the 45 
results of program execution with other information 
equipment is used as an auxiliary storage device by a 
slave and master. As a result, it is possible to perform 
cooperative operation such as implementing a game 
upon incorporating the results of a game played inde- so 
pendently using the memory card. 

Brief Description of Drawings 

[0016] 55 

Fig. 1 is a plan view illustrating the appearance of a 
video game station serving as a master in which a 



portable electronic device is used as a slave 
according to an embodiment of the present inven- 
tion; 

Fig. 2 is a back view showing the appearance of 
slots in the video game station serving as a master; 
Fig. 3 is an external perspective view showing the 
appearance of the video game station serving as a 
master; 

Rg. 4 is a block diagram illustrating a specific exam- 
ple of the arrangement of the principal components 
of the video game station serving as a master; 
Rg. 5 is a plan view illustrating the appearance of 
an embodiment of portable electronic device 
according to the present invention; 
Fig. 6 is a perspective view showing the appear- 
ance of the embodiment of portable electronic 
device according to the present invention; 
Fig. 7 is a perspective view showing a cover mem- 
ber in the opened state in the embodiment of the 
portable electronic device according to the present 
invention 

Rg. 8 is a front view showing the appearance of an 

embodiment of the portable electronic device 

according to the present invention; 

Rg. 9 is a block diagram showing an example of the 

arrangement of the principal components of the 

embodiment of the portable electronic device 

according to the present invention; 

Fig. 10 is a diagram useful in describing a wireless 

communication function of the embodiment of the 

portable electronic device according to the present 

invention; 

Rg. 11 is a diagram useful in describing coopera- 
tive operation between a slave which is an embodi- 
ment of the portable electronic device according to 
the present invention and the console of the video 
game station serving as the master; 
Rg. 12 is a diagram showing the flow of program 
data downloaded from the video game station con- 
sole (master) to the portable electronic device 
(slave); 

Rg. 13 is a flowchart showing the download proce- 
dure of Fig. 12; 

Rg. 14 is a diagram showing another flow of pro- 
gram data downloaded from the video game station 
console (master) to the portable electronic device 
(slave); 

Rg. 15 is a flowchart showing the procedure of the 
download depicted in Fig, 14; 
Rg. 16 is a flowchart illustrating a series of steps 
executed on the master side in a case where a sub- 
sequent lesson is created based upon the results of 
a review test; 

Rg. 17 is a flowchart illustrating a series of steps 
executed on the slave side in a case where a sub- 
sequent lesson is created based upon the results of 
a review test; 

Rg. 18 is a flowchart illustrating a series of steps 
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executed on the master side in a case where the 
results of a review test are merely totalized; 
Fig. 19 is a flowchart illustrating a series of steps 
executed on the slave side in a case where the 
results of a review test are merely totalized; s 
Fig. 20 is a flowchart illustrating a series of steps 
executed on the master side in a case where one 
day's problems are sent without giving lessons; 
Fig. 21 is a flowchart illustrating a series of steps 
executed on the stave side in a case where one io 
day's problems are sent without giving lessons; 
Fig. 22 is a flowchart illustrating a series of steps 
executed on the master side in a case where a sub- 
sequent lesson is created based upon the results of 
a review test and one day's problems are sent to the 15 
slave without giving lessons; 
Fig. 23 is a flowchart illustrating a series of steps 
executed on the slave side in a case where a sub- 
sequent lesson is created based upon the results of 
a review test and one day's problems are sent to the 20 
slave without giving lessons; 
Fig. 24 is a diagram showing a specific example of 
a portable map displayed on a screen; 
Fig. 25 is a diagram showing a specific example of 
a display indicating the position of a post office on 25 
the portable map; 

Fig. 26 is a flowchart illustrating a series of steps 
executed on the master side in connection with a 
portable map; 

Fig. 27 is a flowchart illustrating a series of steps 30 
executed on the slave side in connection with a 
portable map; 

Fig. 28 is a flowchart illustrating a series of steps 
executed on a slave transmitting side and slave 
receiving side in connection with a portable map; 3s 
Fig. 29 is a flowchart showing a series of steps exe- 
cuted by the master in regard to selective transfer 
on a per-slave basis; 

Fig. 30 is a flowchart showing a series of steps exe- 
cuted by the slave in regard to selective transfer on 4o 
a per-slave basis; 

Fig. 31 is a flowchart showing a series of steps exe- 
cuted by the master in regard to an operation relat- 
ing to transfer of a high score; 

Fig. 32 is a flowchart showing a series of steps exe- 45 
cuted by the slave in regard to an operation relating 
to transfer of a high score; 
Fig. 33 is a flowchart showing a series of steps exe- 
cuted by the master in regard to a memory card 
having a time limit; 50 
Fig. 34 is a flowchart showing a series of steps exe- 
cuted by the slave in regard to a memory card hav- 
ing a time limit; 

Fig. 35 is a flowchart showing a series of steps exe- 
cuted by the master in regard to the setting of an ID; 55 
Fig, 36 is a diagram showing a display screen of the 
slave; 

Fig. 37 is a plan view showing the slave whose 
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screen displays a name; 

Fig. 38 is a flowchart showing a series of steps for 
converting an entered name to an ID number; 
Fig. 39 is a flowchart showing the flows of process- 
ing executed by the master and slave as well as the 
content of communication between the master and 
slave; 

Fig. 40 is a flowchart showing steps through which 

a command message conforming to the state of a 

game is sent from the master to the slave; 

Fig. 41 is a flowchart illustrating command interrupt 

processing; 

Rg. 42 is a flowchart illustrating time-limit loop 
processing; 

Hg. 43 is a diagram showing a time-limit command 
table; 

Fig. 44 is a perspective view showing an example of 
a mode in which operation is performed by the 
slave in response to commands; 
Fig. 45 is a block diagram showing a circuit that 
makes it possible to execute an artificial-life game; 
Rg. 46 is a flowchart showing a series of the steps 
of an artificial-life game; 

Rg. 47 is a block diagram showing a circuit that 
makes it possible to execute interaction between 
slaves; 

Fig. 48 is a flowchart showing a series of steps of 
an interactive game; 

Fig. 49 is a flowchart showing a series of steps 
related to generation of a game ID, game-event ID 
and currency ID; 

Rg. 50 is a flowchart showing a series of steps 
regarding a hand-held video game machine applied 
to artificial life; 

Rg. 51 is a flowchart showing a series of steps exe- 
cuted on the slave side in regard to a hand-held 
video game machine applied to artificial life; 
Rg. 52 is a flowchart showing processing executed 
on the slave side in a stand-alone mode; 
Rg. 53 is a flowchart showing a series of steps 
regarding transmission/reception; 
Rg. 54 is a flowchart showing a series of steps of 
reception performed by the master; 
Rg. 55 is a flowchart showing a series of steps 
regarding processing on the master side; 
Rg. 56 is a diagram showing the display screen of 
a television receiver; 

Rg. 57 is a flowchart showing a series of steps 
regarding processing on the slave side; 
Rg. 58 is a flowchart showing a series of steps exe- 
cuted on the master side in regard to a game of the 
type in which the game unfolds while the user expe- 
riences an artificial world on a screen; 
Fig. 59 is a flowchart showing a series of steps exe- 
cuted on the slave side in regard to a game of the 
type in which the game unfolds while the user expe- 
riences an artificial world on a screen; 
Rg. 60 is a diagram showing an example of the 
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arrangement of the principal components of a con- 
ventional memory card; and 
Fig. 61 is a diagram showing an example of a video 
game station using a memory card as an auxiliary 
storage device. 5 



Best Mode for Carrying Out the Invention 

[0017] A preferred embodiment according to the 
present invention will now be described with reference w 
to the drawings. A portable electronic device embodying 
the present invention can be used as a memory card 
employed in an entertainment system such as a video 
game station serving as the master. The portable elec- 
tronic device can also be used separately as a hand- 15 
held game machine. It should be noted that the master 
is not limited to a video game station and that the porta- 
ble electronic device serving as the slave need not nec- 
essarily have a memory card function. 
[0018] In the description that follows, the present 20 
invention is described in regard to a video game station 
which is an example of a master in which a portable 
electronic device embodying the present invention is 
employed as a slave. 

[0019] Fig. 1 shows the appearance of a video game 25 
station serving as the master in which the electronic 
device embodying the present invention is inserted. The 
video game station 1 is for reading out a game program 
that has been recorded on an optical disk or the like and 
for executing the program in accordance with com- 30 
mands from a user (the player of the game). Executing 
the game primarily means causing the game to proceed 
and controlling video and audio that conform to the con- 
tent of the game. 

[0020] The video game station 1 has a console 2 35 
accommodated within a substantially quadrangular 
case and is constituted by a centrally provided disk 
mounting unit 3 in which is mounted an optical disk such 
as a CD-ROM serving as a recording medium for sup- 
plying an application program of a video game or the 4o 
like, a reset switch 4 for resetting the game at will, a 
power-supply switch 5, a disk operating switch 6 manip- 
ulated for mounting the optical disk, and two slots 7A 
and 7B. by way of example, 

[0021] It should be noted that the recording medium 45 
for supplying the application program is not limited to an 
optical disk. Further, an arrangement may be adopted in 
which the application program is supplied via a commu- 
nications line. 

[0022] Two controllers 20 can be connected to the so 
slots 7A, 7B so that two users can play competitive 
games or the like against each other. The above-men- 
tioned memory card or the portable electronic device 
embodying the present invention can be inserted into 
the slots 7A, 7B. Though Fig. 1 exemplifies a structure 55 
provided with the slots 7A, 78 of two systems, the 
number thereof is not limited to two. 
[0023] The controller 20 has first and second control 



portions 21, 22 as well as a left button 231, a right but- 
ton 23R, a start button 24 and a select button 25. The 
controller further has control portions 31, 32 capable of 
analog control, a mode selection switch 33 for selecting 
the operating mode of the control portions 31 , 32, and a 
display portion 34 for displaying the selected operating 
mode. Provided within the controller 20 is a vibration 
imparting mechanism, which is not shown, 
[0024] Fig. 2 shows the appearance of the slots 7A, 
78 provided in the front side of the console 2 of video 
game station 1. 

[0025] According to this embodiment, the slots 7A, 78 
are each formed to have two levels. The upper levels of 
the respective slots are provided with memory card 
insertion portions 8A, 88 for inserting the above-men- 
tioned memory card 10 or a portable electronic device 
100. described later, and the lower levels of the respec- 
tive slots are provided with controller connecting por- 
tions (jacks) 9A, 98 for connecting a connection 
terminal (connector) 26 of the controller 20, 
[0026] Structurally, the insertion hole (slot) of each of 
the memory card insertion portions 8A, 88 is formed to 
have a transversely elongated rectangular shape, and 
the corners at both ends on the lower side thereof are 
made rounder than the corners at both ends on the 
upper side so that a memory card will not be inserted in 
the wrong direction. The memory card insertion por- 
tions 8A, SB are provided with shutters which protect 
the connection terminals provided within the memory 
card insertion portions for the purpose of obtaining an 
electrical connection. 

[0027] Structurally, the controller connecting portions 
9A. 98, on the other hand, each have an insertion hole 
of a transversely elongated rectangular shape, and the 
corners at both ends on the lower side thereof are made 
rounder than the corners at both ends on the upper 
side, whereby the connection terminal 26 of the control- 
ler 20 will not be connected in the wrong direction. The 
memory card insertion portions 8A, 88 are structured to 
have insertion holes of different shapes in such a man- 
ner that a memory card will not be inserted by mistake. 
[0028] Fig. 3 shows a state in which the portable elec- 
tronic device 100 (described later) embodying the 
present invention has been inserted into the memory 
card insertion portion 8A of slot 7A in the front side of 
the video game station 1 . 

[0029] Fig. 4 is a block diagram showing schematically 
an example of the circuitry of the principal components 
of the above-described video game station 1. 
[0030] The video game station 1 has a control system 
50 comprising a central processing unit (CPU) 51 and 
its peripherals; a graphics system 60 comprising a 
graphic processing unit (GPU) 62, etc., for drawing 
graphics in a frame buffer 63; a sound system 70 com- 
prising a sound processing unit (SPU) 71, etc., for gen- 
erating music and sound effects, etc.; an optical-disk 
controller 80 for controlling an optical disk on which an 
application program has been recorded; a communica- 
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tions controller 90 for controlling input and output of 
data to and from the memory card 10, which stores sig- 
nals and game settings from the controller 20 to which 
commands from the user are input, or portable elec- 
tronic device 100. described later; and a bus denoted 
BUS to which each of the foregoing components is con- 
nected. 

[0031] The control system 50 has the CPU 51, a 
peripherals controller 52 for performing control such as 
interrupt control and control of direct memory access 
(DMA) transfer, a main memory 53 comprising a ran- 
dom-access memory (RAM); and a read-only memory 
(ROM) 54 storing a program such as a so-called operat- 
ing system that controls the main memory 53, graphic 
system 60 and sound system 70. The main memory 
mentioned here refers to a memory in which programs 
can be executed. 

[0032] The CPU 51, which performs overall control of 
the video game station 1 by executing the operating 
system that has been stored in the ROM 54, is consti- 
tuted by a 32-bit RISC-CPU. byway of example. 
[0033] When power is introduced to this video game 
station 1. the CPU 51 of the control system 50 runs the 
operating system stored in the ROM 54, whereby the 
CPU 51 controls the graphics system 60 and sound sys- 
tem 70, etc. Further, when the operating system is run, 
the CPU 51 performs initialization of the overall video 
game station 1, such as verification of the operation 
thereof, and then controls the optical-disk controller 80 
to execute an application program such as a game that 
has been recorded on an optical disk. In response to 
execution of a program, such as a game, the CPU 51 
controls the graphics system 60 and sound system 70, 
etc., in conformity with inputs from the controller 20, 
thereby controlling the display of images and the gener- 
ation of sound effects and music. 
[0034] The graphics system 60 has a geometry trans- 
fer engine (GTE) 61 for executing coordinate transfor- 
mation and the like, the GPU 62 for drawing graphics in 
accordance with a draw command from the CPU 51, a 
frame buffer 63 for storing an image drawn by the GPU 
62, and an image decoder 64 for decoding image data 
that has been compressed and encoded by an orthogo- 
nal transformation such as a discrete cosine transfor- 
mation. 

[0035] The GTE 61, which has a parallel operation 
mechanism for executing a plurality of arithmetic opera- 
tions in parallel, is capable of executing a coordinate 
transformation, light-source calculation and matrix or 
vector operation, etc., at high speed in response to an 
operation request from the CPU 51 . More specifically, in 
case of a calculation where one polygon of a triangular 
shape is subjected to flat shading so as to be rendered 
in the same color, the GTE 61 is capable of calculating 
the coordinates of a maximum of 1 ,500.000 polygons in 
one second. As a result, the video game station is capa- 
ble of reducing the load upon the CPU 51 and of calcu- 
lating coordinates at high speed. 
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[0036] The GPU 62 draws polygons and the like in the 
frame buffer 63 in accordance with a draw command 
from the CPU 51. The GPU 62 is capable of drawing a 
maximum of 360,000 polygons in one second. 
[0037] The frame buffer 63, which comprises a so- 
called dual-port RAM, is capable of performing simulta- 
neously the transfer of draw data from the GPU 62 or 
main memory and read-out for displaying what has 
been drawn. The frame buffer 63, which has a capacity 
of 1 MB, is treated as a 1 6-bit matrix composed of 1 024 
pixels in the horizontal direction and 512 pixels in the 
vertical direction. Further, besides a display area from 
which data is output as video, the frame buffer 63 is pro- 
vided with a CLUT area in which is stored a color look- 
up table (CLUT) to which reference is had when the 
GPU 62 draws polygons or the like, and a texture area, 
in which is stored texture subjected to a coordinate 
transformation at the time of drawing and then inserted 
into (mapped to) polygons drawn by the GPU 62. The 
CLUT area and texture area change dynamically in 
accordance with a change, etc., in the display area. 
[0038] Besides performing the flat shading mentioned 
above, the GPU 62 is capable of executing Gouraud 
shading, which decides the color In a polygon by inter- 
polation from the colors at the apices of the polygon, 
and texture mapping, in which texture that has been 
stored in the texture area is mapped to polygons. In a 
case where Gouraud shading or texture mapping is car- 
ried out, the GTE 61 is capable of calculating the coor- 
dinates of a maximum of 500,000 polygons in one 
second. 

[0039] Furthermore, under control of the CPU 51 , the 
image decoder 64 decodes image data representing 
still or moving images stored in the main memory 53, 
and stores the decoded data in the main memory 53. 
[0040] The image data thus reproduced is stored in 
the frame buffer 63 via the GPU 62, whereby the image 
data is capable of being used as the background of the 
image drawn by the GPU 62. 

[0041 ] The sound system 70 has an SPU 71 for gen- 
erating music and sound effects based upon a com- 
mand from the CPU 51 . a sound buffer 72 in which data 
such as waveform data is stored by the SPU 71, and a 
speaker 73 for outputting music and sound effects, etc., 
generated by the SPU 71 . 

[0042] The SPU 71 has an ADPCM decoding function 
for reproducing audio data obtained by adaptive differ- 
ential PCM (ADPCM) using 16-bit audio data as a 4-bit 
differential signal, a reproducing function for generating 
sound effects and the like by reproducing waveform 
data that has been stored in the sound buffer 72, and a 
modulating function for modulating and reproducing the 
waveform data that has been recorded in the sound 
buffer 72. 

[0043] Provision of these functions enables the sound 
system 70 to be used as a so-called sampling sound 
source, which generates music and sound effects, 
based upon the waveform data recorded in the sound 
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buffer 72, in response to a command from the CPU 51 . 
[0044] The optical-disk controller 80 has an optical 
disk device 81 for reproducing programs, data and the 
like that have been recorded on an optical disk, a 
decoder 82 for decoding programs, data and the like 
that have been recorded following assignment of, e.g., 
error correction codes (ECC) thereto, and a buffer 83 in 
which data from the optical disk device 81 is stored tem- 
porarily, thereby speeding up the read-out of data from 
the optical disk. A subordinate CPU 84 is connected to 
the decoder 82. 

[0045J In addition to ADPCM data, so-called PCM 
data, which is the result of subjecting an audio signal to 
an analog-to-digital conversion, is an example of audio 
data recorded on the optical disk and read out by the 
optical disk device 81 . 

[0046] As for ADPCM data, audio data that has been 
recorded using four bits to express, e.g., a 16-blt digital 
data differential is decoded by the decoder 82, after 
which the decoded data is supplied to the SPU 71 . Here 
the data is subjected to processing such as a dig- 
ital/analog conversion and then is used to drive the 
speaker 73. 

[0047] As for PCM data, audio data that has been 
recorded as, ag., 16-bit digital data is decoded by the 
decoder 82 and is then output to the speaker 73. 
[0048] The communications controller 90 has a com- 
munications controller 91 for controlling communication 
with the CPU 51 via the bus denoted BUS. The commu- 
nications controller 91 is provided with controller con- 
necting portions 9A, 9B, to which the controller 20 for 
entering commands from the user is connected, and 
with memory card insertion portions 8A, 8B, to which is 
connected the memory card 10 or portable electronic 
device 100, described later, serving as an auxiliary stor- 
age device for storing game settings data and the like. 
[0049] The controller 20 connected to the controller 
connecting portions 9A, 9B has, say, 16 instruction keys 
in order that the user may enter commands. In accord- 
ance with a command from the communications control- 
ler 91, the controller 20 transmits the states of these 
instruction keys to the communications controller 91 at 
a cycle of 60 times per second by synchronous commu- 
nication. The communications controller 91 transmits 
the states of the instruction keys of controller 20 to the 
CPU 51. 

[0050] As a result, the command from the user is input 
to the CPU 51 which, on the basis of the game program, 
etc., currently being run, executes processing that is in 
accordance with the command from the user. 
[0051 ] It is required that a large quantity of image data 
be transferred at high speed when program read-out, 
image display and drawing of graphics, etc., are exe- 
cuted among the main memory 53, GPU 62, image 
decoder 64 and decoder 82. Accordingly, the video 
game station is so adapted that so-called DMA transfer 
can be carried out for direct transfer of data among the 
main memory 53. GPU 62, image decoder 64 and 
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decoder 82 by control from the peripherals controller 52 
without the intervention of the CPU 51. As a result, the 
load on the CPU 51 that accompanies data transfer can 
be alleviated and high-speed data transfer can be per- 
formed. 

[0052] When it is necessary to store setup data of a 
game currently being run, the CPU 51 transmits the 
data that is to be stored to the communications control 
circuit 91. Upon receiving the data sent from the CPU 
51, the communications controller 91 writes the data to 
the memory card 10 or portable electronic device 100 
that has been inserted into the slot of memory card 
insertion portion 8A or 8B. 

[0053] It should be noted that the communications 
controller 91 has a built-in protection circuit to prevent 
electrical destruction. The memory card 10 and porta- 
ble electronic device 100. which are separate from the 
bus denoted BUS, can be inserted and extracted in a 
state in which the game station console is being sup- 
plied with power. In situations where the storage capac- 
ity of the memory card 10 or portable electronic device 
100 is no longer adequate, therefore, a new memory 
card can be inserted without cutting off power to the 
console. As a result, game data requiring power back- 
up will not be lost; a new memory card can be inserted 
and the necessary data can be written to the new mem- 
ory card. 

[0054] A parallel I/O interface (PIO) 96 and a serial I/O 
interface (SIO) 97 are interfaces for connecting the 
memory card 10 and portable electronic device 100 to 
the video game station 1 . 

[0055] The portable electronic device embodying the 
present invention will be described next. It is assumed 
below that the portable electronic device 100 according 
to the present invention is used as a slave upon being 
inserted into the above-described video game station 1 
serving as the master. 

[0056] The portable electronic device 100 serving as 
the slave is inserted into either of the memory card 
insertion portions 8A, 8B provided in the slots 7A. 78. 
respectively, of the video game station 1 serving as the 
master. Portable electronic devices can be used also as 
unique memory cards corresponding to a plurality of 
connected controllers 20. For example, in an instance 
where two users (game players) play the game, the two 
portable electronic devices 100 function so that the 
game results of the individual users are recorded on 
respective ones of the two portable electronic devices. 
[0057] The connector of the memory card 1 0 or port- 
able electronic device 100 is so adapted that the con- 
ductor of the connection terminal for the power supply 
or for ground is formed to be longer than the other termi- 
nals in such a manner that the power-supply terminal or 
ground terminal will form an electrical connection first 
when the memory card 10 or portable electronic device 
100 is inserted into the memory card insertion portions 
8A, 88. This is to ensure the safety and stability of elec- 
trical operation. An arrangement may be adopted in 
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which the connection conductors of the memory card 
insertion portions 8A, 8B provided in the video game 
station 1 are formed to be longer, or in which both of the 
conductors are formed to be longer. Further, the con- 
nector portions are formed to have left/right asymmetry 5 
in order to prevent erroneous insertion. 
[0058] Figs. 5 to 7 illustrate the appearance of the 
portable electronic device 100 embodying the present 
invention, in which Fig. 5 is a plan view of the portable 
electronic device 1 00. Fig. 6 a perspective view in which 10 
a cover member 110 for protecting the connector por- 
tion is shown in the closed state, and Fig. 7 a perspec- 
tive view showing the cover member 110 in the open 
state. 

[0059] As shown in Figs. 5 to 7, the portable electronic 15 
device 100 according to the present invention has a 
housing 101. The housing 101 is provided with an oper- 
ating section 120 having one or a plurality of operating 
elements 121, 122 for entering events and making vari- 
ous selections, a display section 1 30 comprising a liquid 20 
crystal display device (LCD), and a window 140 for per- 
forming wireless communication, as by infrared, by 
wireless communications means, described later. 
[0060] TTie housing 101 comprises an upper shell 
101a and a lower shell 101b and houses a substrate 25 
151 mounting memory devices and the like. The hous- 
ing 1 0 1 1s capable of being inserted into the slots 7A, 7B 
in the console of the video game station 1 . The base 
end of the housing has a side face provided with a con- 
nector portion 1 50 formed to have a rectangular-shaped 30 
opening. 

[0061] The window 140 is provided in the generally 
semi-circular other end of the housing 101. The display 
section 130 is provided at a position in the vicinity of the 
window 140 on the top side of the housing 101 and 35 
occupies an area that is approximately half of the top 
side. The operating section 120 is provided at a portion 
opposite the window 1 40 on the top side of the housing 
101 and occupies an area that is approximately half of 
the top surface. The operating section 120 has a sub- 40 
stantially quadrangular shape and is constituted by a 
cover member 1 10, which is pivotally supported on the 
housing 101 and has one or plurality of operating ele- 
ments 121, 122, and switch pushers 102, 103 provided 
at a position opened and closed by the cover member 45 
110 on housing 101. 

[0062] The operating elements 1 21 , 1 22 are disposed 
passing through the cover member 1 1 0 from its upper to 
its lower side. The operating elements 121, 122 are sup- 
ported on the cover member 1 10 in such fashion as to so 
be movable in a direction in which they recede from the 
top side of the cover member 110. 
[0063] The switch pushers 1 02, 1 03 have pushing ele- 
ments supported on the housing 101 in such fashion as 
to be movable in a direction in which they recede from 55 
the top side of the cover housing 101. By pushing the 
pushing elements from above, push switches such as 
diaphragm switches disposed on the substrate 151 in 



the housing 101 are pushed. 

[0064] The switch pushers 102, 103 are provided at 
positions corresponding to the positions of the operating 
elements 121, 122 when the cover member 110 is 
closed. More specifically, when the operating elements 
121 , 122 are pushed from above in a direction in which 
they recede from the top side of the cover member 1 10 
in the closed state, the operating elements 121, 122 
push the corresponding push switches in the housing 
101 via the pushing elements of the corresponding 
switch pushers 102, 103. 

[0065] As shown in Fig. 8, power and signal terminals 
152 are disposed on the substrate 151 within the win- 
dow of the connector portion 150. 
[0066] The shape, dimensions, etc. of the connector 
portion 150 are common with those of the ordinary 
memory card 10 used with the video game station 1 . 
[0067] Fig. 9(a) is a block diagram showing an exam- 
ple of the arrangement of the principal components of 
the portable electronic device. 
[0068] In a manner similar to the ordinary memory 
card 10 described above, the portable electronic device 
100 has control means 41 for controlling its operation, a 
connector 42 for effecting a connection to a slot of infor- 
mation equipment or the like, and a non-volatile mem- 
ory 46 serving as a device for storing data. 
[0069] The control means 41 , which is constituted by, 
say, a microcomputer, has an internally provided pro- 
gram memory 41a. A semiconductor memory device in 
which the state of recorded data remains intact even 
when power is cut off. as in the manner of a flash mem- 
ory, is used as the non-volatile memory 46. It should be 
noted that the because the portable electronic device 
100 according to the present invention is configured to 
be equipped with a battery 49, as will be described later, 
a static random-access memory (SRAM) capable of 
high-speed input/output of data can be used as the non- 
volatile memory 46, 

[0070] The portable electronic device 100 differs in 
that, in addition to the components mentioned above, it 
has operation (event) input means 43 such as operating 
buttons for operating a stored program, display means 
44 such as a liquid crystal display device (LCD) serving 
as display means for displaying various information in 
conformity with the above-mentioned program, wireless 
communications means 48 for sending data to and 
receiving data from another memory card or the like by 
infrared radiation, and a battery 49 for powering each of 
the foregoing components. 

[0071] The portable electronic device 100 internally 
accommodates a miniature battery 49 as power supply 
means. This means that the portable electronic device 
is capable of operating independently even if it has been 
pulled out of the slots 7A. 78 of the video game station 
1 constituting the master. A rechargeable secondary 
cell may be used as the battery 49. It is so arranged that 
power is supplied from the video game station 1 serving 
as the master when the portable electronic device 100 
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serving as the slave has been inserted into either of the 
slots 7A, 78 of the video game station 1 serving as the 
master. That is, a power-supply terminal 50 is con- 
nected to the connection terminal of the battery 49 via a 
diode 51 for preventing reverse current. When the port- 5 
able electronic device has been connected by insertion 
into the slot of the master, such as the video game sta- 
tion 1 , power is supplied from the master to the slave. 
Furthermore, in a case where a secondary cell is being 
used, charging of the secondary cell also takes place. /o 
[0072] The portable electronic device 100 further 
includes a clock 45 and a speaker 47, which serves as 
sound generating means for generating sound in con- 
formity with the program. It should be noted that the 
above-mentioned components are all connected to the is 
control means 41 and operate in accordance with con- 
trol exercised by the control means 41 . 
[0073] Fig. 9(b) illustrates the items controlled by the 
control means 41. Though the only interfaces with 
which the ordinary memory card 1 0 is equipped are the 20 
interface for the connection to the console of the infor- 
mation equipment and the memory interface for 
input/output of data with respect to memory, the porta- 
ble electronic device 100 of this embodiment has, in 
addition to these interfaces, a display interface, an oper- 25 
ation-input interface, an audio interface, a wireless com- 
munications interface, a clock interface and a program- 
download interface. 

[0074] Thus, the interfaces (drivers) for managing the 
functions added on by the present embodiment are pro- 30 
vided in the control means (microcomputer) 41 inde- 
pendently of the console (master) connection interface 
and independently of non-volatile memory manage- 
ment, which are the conventional functions. For this rea- 
son compatibility with the conventional functions can be 35 
maintained. 

[0075] Further, since the portable electronic device 
1 00 has the input means 43, such as a button switch, for 
operating an executed program, and the display means 
44 using the liquid crystal display device (LCD) or the 40 
like, the portable electronic device 100 is capable of 
being used as a hand-held game machine for running a 
game application. 

[0076] Moreover, since the portable electronic device 
100 possesses a function for storing application pro- 45 
grams, which are downloaded from the console of the 
video game station 1, in the program memory 41a in 
microcomputer 14. application programs can be run on 
the portable electronic device 100. The stored applica- 
tion programs and various types of driver software can so 
be altered with facility 

[0077] The portable electronic device 100 according 
to this embodiment can be controlled independently of 
the video game station 1 , as described above. On the 
side of the portable electronic device 100, therefore, 55 
data based upon an application program that has been 
stored in the program memory 41a serving as the pro- 
gram storage means can be created independently of 



the application software on the side of the video game 
station 1 . By exchanging this data with the video game 
station 1. the portable electronic device 100 and the 
video game station 1 are capable of cooperative (linked) 
operation. 

[0078] Furthermore, the fact that the portable elec- 
tronic device 100 is equipped with the clock 45 makes it 
possible for time data to be shared with the video game 
station 1 . In other words, not only is mutual time data 
made to coincide but both the video game station and 
the portable electronic device also share data that is for 
controlling, in real time, the progress of games that are 
run on them independently 

[0079] A specific example of the cooperative operation 
between the video game station 1 and portable elec- 
tronic device 100 will be described later. 
[0080] Fig. 10 illustrates schematically the manner in 
which wireless communication is performed between a 
portable electronic devices 1 00 according to the present 
invention By thus utilizing the wireless communications 
means 48. the portable electronic device 100 can 
exchange internal data with a plurality of memory cards 
by sending and receiving data via the window 140, 
which is a wireless communication window for perform- 
ing wireless communication by infrared or the like. The 
internal data includes also data that has been trans- 
ferred from the side of information equipment, such as 
the video game station, and stored in storage means 
within a memory card. 

[0081 ] In the embodiment set forth above, the portable 
electronic device 100 is described as being used as the 
auxiliary storage device of a video game station. How- 
ever, the object of application is not limited to a video 
game station, and the device is of course applicable to, 
e.g., the retrieval of various information. 
[0082] The invention will now be described in regard 
to cooperative operation between the portable elec- 
tronic device 100 and the video game station 1 serving 
as the master. 

[0083] As mentioned above, the portable electronic 
device 100 and the console of video game station 1 can 
share game data generated by the microcomputer 41 
serving as control means, time data obtained by the 
clock 45 in the memory card, and data generated by 
another memory card and obtained via the wireless 
communications means 48, etc. 
[0084] Fig. 1 1 illustrates schematically the manner in 
which the video game station 1 serving as the master 
and the portable electronic device 100 serving as the 
slave perform a cooperative operation. 
[0085] Described below as an example of such coop- 
erative operation is a case where an optical disk (CD- 
ROM), which is a recording medium on which an appli- 
cation software program has been recorded, has been 
loaded in the video game station 1 serving as the mas- 
ter, and the program read out of the disk is downloaded 
to the portable electronic device 100 serving as the 
slave inserted into either of the slots 7A, 7B of the con- 
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sole of the video game station 1 . 
[0086] Downloading of a program on the assumption 
that it is for performing a cooperative operation wiil be 
discussed before giving a specific description regarding 
the cooperative operation. 5 
[0087] Fig. 1 2 illustrates the flow of data in an instance 
where the application program of a video game supplied 
from an optical disk (CD-ROM), etc., mounted on the 
disk mounting unit 3 of the master video game station 1 
is transferred directly (downloaded] to the program 10 
memory 41a serving as program storage means in the 
microcomputer 41, which is the control means of the 
portable electronic device 100 serving as the slave, via 
the control means (CPU) 51 of video game station 1. 
[0088] Fig. 13 illustrates the download procedure of 15 
Fig. 12. 

[0089] At step ST1 , the application program of a video 
game that runs on the microcomputer in the slave port- 
able electronic device 100 (referred to simply as the 
"slave" hereafter) is read as data out of the CD-ROM 20 
that has been mounted on the disk mounting unit 3 of 
the master video game station 1 (referred to simply as 
the "master" hereafter). As mentioned earlier, this appli- 
cation program generally is different from that which 
runs on the master video game station 1 . 25 
[0090] Next, at step ST2, the CPU 51 serving as the 
control means of the master issues a "program down- 
load request command" to the microcomputer 41 serv- 
ing as the control means of the slave portable electronic 
device 100. The CPU 51 performs polling in order to 30 
accept "program download permission status" from the 
microcomputer 41 . The polling mentioned here refers to 
a method of performing a service upon inquiring as to 
whether the service has been requested or not. 
[0091] The microcomputer 41 of the portable elec- 35 
tronic device 100 serving as the slave accepts the "pro- 
gram download request command" from the CPU 51 of 
the master at step ST3. 

[0092] When the microcomputer 41 on the slave side 
ends the routine currently being processed and a state 40 
in which program download can be executed is attained, 
the microcomputer sends "program download permis- 
sion status" back to the CPU 51 of the master at step 
ST4. 

[0093] Next, upon accepting "program download per- 45 
mission status'* from the microcomputer 41 on the slave 
side at step ST5, the CPU 51 of the master transfers 
(downloads) and writes the program, which was read 
out of the CD-ROM at step ST1 . to the program memory 
41a serving as the program storage means of portable so 
electronic device 100. The CPU 51 performs polling in 
order to accept "program-start permission status" from 
the microcomputer 41. 

[0094] The address of the program memory 41a to 
which the downloaded data is written is managed by the 55 
microcomputer 41 of the slave at this time. In the 
description rendered above, a case in which the pro- 
gram downloaded from the master is stored in the pro- 



gram memory 41a within the microcomputer 41 is taken 
as an example. However, an arrangement may be 
adopted in which the program is stored in a storage 
device such as an SRAM that is capable of inputting and 
outputting data at high speed. 

[0095] The microcomputer 41 of the memory card 
accepts as data the program that has been transferred 
from the master and writes this data to the program 
memory 41a at step ST6. From the point of view of the 
CPU 51 of the master, it appears that the program data 
is being written directly to the program memory 41a of 
the portable electronic device 100 serving as slave. In 
addition, the address of the program memory 41a is 
managed by the microcomputer 41 . 
[0096] Upon accepting the final program data from the 
master and then establishing an environment in which 
the program can be executed, the microcomputer 41 of 
the portable electronic device 100 sends "program-start 
permission status" back to the CPU 51 of the console at 
step ST7. 

[0097] The CPU 51 of the master accepts "program- 
start permission status" from the microcomputer 41 of 
the portable electronic device 100 and issues a "pro- 
gram-start command" at step ST8. 
[0098] Upon receiving the "program-start command" 
from the CPU 51 of the master, the microcomputer 31 of 
the portable electronic device 100 starts running the 
program from a predetermined starting address. 
[0099] By way of the foregoing procedure, the applica- 
tion program is transferred directly (downloaded) from 
the master video game station 1 to the program memory 
41a in the microcomputer 41 of the portable electronic 
device 100 serving as the slave that has been inserted. 
[0100] As mentioned above, the means which sup- 
plies the application program is not limited to a storage 
medium such as the optical disk, and an arrangement in 
which it is supplied via a communication line may be 
adopted. Only step ST1 would differ in the above- 
described procedure in such case, 
[01 01 ] It should be noted that the foregoing download 
procedure has been described for a case where the 
application program is downloaded directly from the 
video game station 1 of the master to the program mem- 
ory 41a in the microcomputer 41 of serving as the con- 
trol means of the portable electronic device 100 slave 
that has been inserted. 

[0102] By contrast, there is also a case where the 
CPU 51 of the master downloads the data of an applica- 
tion program to the non-volatile memory 46 in the slave 
portable electronic device 100. after which this data is 
copied to the program memory 41a in the microcom- 
puter 41 , where the program is then executed. 
[01 03] Fig. 1 4 illustrates the flow of data in such case. 
Specifically, the application program of a video game 
supplied from an optical disk or the like mounted on the 
disk mounting unit 3 of the master video game station 1 
is transferred (downloaded) to the non-volatile memory 
46 in the portable electronic device 100 serving as the 
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slave via the CPU 51 sewing as the control means of the 
video game console 1, after which the program is cop- 
ied to the program memory 41a in the microcomputer 
41 as the control means and executed. 
[0104] Fig. 15 illustrates the download procedure. 5 
[0105] At step ST11, the application program of a 
video game that runs on the microcomputer in the port- 
able electronic device 100 serving as the slave is read 
as data out of the CD-ROM that has been mounted on 
the disk mounting unit 3 of the video game station 1 io 
serving as the master. 

[0106] Next, at step ST1 2, the CPU 51 of the master 
transfers (downloads) the program data read out of the 
CD-ROM to the non-volatile memory 46 of the portable 
electronic device 100 serving as the slave. This proce- 15 
dure is similar to that of the case where data is backed 
up in the conventional video game station. 
[01 07] Next, at step ST1 3, by means similar to that for 
conventional data backup, the microcomputer 41 serv- 
ing as the control means of the portable electronic so 
device 1 00 accepts as data the application program that 
has been transferred from the CPU 51 of the master 
and writes this data to the non-volatile memory 46. 
[0108] This is followed by step ST14 where, upon 
receiving a "program-start request command" from the 25 
CPU 51 of the master, the microcomputer 41 of the port- 
able electronic device 100 copies data of a designated 
size from an address of the non-volatile memory 46 
designated by the above-mentioned command to the 
program memory 41 a in the microcomputer 41 . 30 
[0109] The microcomputer 41 of the portable elec- 
tronic device 100 executes the program, which was cop- 
ied to the program memory 41a, from the starting 
address of this memory. 

[0110] By way of the foregoing procedure, the pro- 35 
gram of the application software is transferred (down- 
loaded) as data, via the non-volatile memory 46, from 
the master video game station 1 to the program memory 
41a in the microcomputer 41 of the portable electronic 
device 1 00 that has been inserted. 40 
[01 1 1 ] It should be noted that the application program 
downloaded from the video game station 1 to the porta- 
ble electronic device 100 generally is different from that 
which runs on the master video game station 1. Of 
course, the above-mentioned downloaded application 4s 
program may be one that runs on both the video game 
station 1 and the portable electronic device 100. In such 
case, however, a constraint imposed is that the CPU on 
the side of the video game station 1 and the microcom- 
puter on the side of the portable electronic device 100 so 
be identical processors. 

[0112] Described next will be cooperative operation 
performed while the application software that has been 
downloaded from the master video game station 1 
through the foregoing procedure is executed in the slave ss 
portable electronic device 100 independently and the 
result of execution is again exchanged with the video 
game station 1 . 



[0113] Here attribute data of personages or charac- 
ters that appear in a so-called role-playing game that 
runs on the video game station 1 of the master is down- 
loaded to the portable electronic device 100 of the 
slave. The attribute data is data that represents extent 
of growth, personality, etc. 

[0114] By nurturing the appearing personages or 
characters in the program executed by the microcom- 
puter 41 within the slave portable electronic device 100, 
the attributes thereof are caused to change independ- 
ently of the program executed by the. console of the 
video game station 1 serving as the master. 
[01 1 5] The portable electronic device 1 00 embodying 
the present invention is configured so as to operate 
independently and, moreover, is small in size and con- 
venient to carry about. As a result, the personages and 
characters that make an appearance owing to the pro- 
gram run on the portable electronic device 100 can be 
carried about and nurtured by the user (the player of the 
game) at any time. The attributes of the appearing per- 
sonages and characters nurtured under the care of the 
user can also be transferred (uploaded) from the porta- 
ble electronic device 100 to the console of video game 
station 1 by the user. In this case the appearing person- 
ages and characters whose attributes have been 
changed can be incorporated in the program being run 
on the master video game station 1 and made to act in 
the program. 

[0116] Thus, as described above, it is possible to 
implement a video game in which cooperative operation 
can be carried out by sharing the attribute data of per- 
sonages and the like with both the video game station 1 
constituting the master and portable electronic device 
100 constituting the slave and by causing the attribute to 
change in each of these devices. 
[0117] Next, a game played using the above-men- 
tioned video game station 1 serving as the master and 
the portable electronic device 100 sewing as the slave 
will be described in detail. For the sake of simplicity, the 
video game station 1 shall be referred to simply as the 
"master" and the portable electronic device 100 as the 
"slave" below. 

[0118] Described first will be a learning tool using a 
master and a slave connected to it, namely a master 
game machine and a slave gave machine connected to 
it. 

[0119] The content of lessons has been recorded on 
the master game machine. A player takes lessons using 
the master and a television receiver at home and takes 
a confirmation test on the content of lessons. 
[0120] As a result of the confirmation test on lesson 
content, a review test for the slave is created based 
upon problems for which the correct answer was not 
given and other items. The test problems are saved in 
the slave and the player reviews the problems while car- 
rying the slave about The results of the problems 
worked on using the slave are transferred to the master 
again. 
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[0121] The learning tool will now be described in 
detail- 

[0122] The content of lessons is stored on the CD- 
ROM of the master. The player takes lessons using the 
master and a television receiver at home and takes a 
confirmation test on the content of the lessons. 
[0123] As a result of the confirmation test, a review 
test for the slave is created by the master based upon 
problems for which the correct answer was not given 
and items not remembered by the player. The master 
transmits the review test to the slave. 
[0124] The player extracts the slave and takes the 
review test using the slave while away from home, for 
example. In addition to taking a test, the player can 
study spelling and English vocabulary, etc. 
[0125] Upon returning home, the player connects the 
slave to the master and transmits the results of the 
review test to the master. 

[01 25] Based upon the result of the review test and the 
next item of the curriculum stored on the CD-ROM, the 
master creates the content of the next lesson and 
returns to the beginning. 

[0127] A series of steps for creating the next lesson 
based upon the result of a review test will now be 
described. 

[0128] A series of steps executed on the master side 
is illustrated by the flowchart shown in Fig. 16. Specifi- 
cally, the master creates an initial lesson at an initial 
step S1 0 1 , gives the lesson on a TV monitor at the next 
step S102 and then totalizes the test results at step 104. 
Control then proceeds to step S105. 
[0129] The master determines at step S1 05 whether 
answers to the confirmation test given at step S103 con- 
tain an error. A "YES" decision is rendered and control 
proceeds to step SI 06 if there is an incorrect answer, 
and a "NO" decision is rendered and control proceeds 
to step SI 09 if there are no incorrect answers. 
[0130] The master creates practice problems for the 
slave at step S106, transmits the problems to the slave 
at step Si 07, receives the totalized score of the practice 
problems from the slave at step Si 08 and creates a new 
lesson based upon the totalized score at step S109. 
Control then proceeds to the next step Si 10. 
[0131] Processing in regard to whether or not all les- 
sons have been completed branches at step S1 10. A 
"NO" decision is rendered and control returns to step 
S102 if all lessons have not been completed, and a 
"YES" decision is rendered and this series of steps is 
concluded if all lessons have been completed. 
[01 32] A series of steps executed on the slave side is 
illustrated in the flowchart of Fig. 17. Specifically, the 
slave receives review problems from the master at step 
Si 11, answers the problems using a display unit and 
buttons at step S1 12, totalizes the results at step Si 13 
and transmits the total of the problem score to the mas- i 
ter at step S1 14. This series of steps is exited at step 
S114. 

[0133] Described next will be a learning tool through 



which lessons are not given at home. 
[0134] Upon reading in one day's problems from the 
CD-ROM. the master transmits these problems to the 
slave as is. All learning is done using the slave. The 

5 master totalizes the results of study and transmits the 
next day's problems to the slave again. 
[0135] A series of steps executed by the master and 
slave in a case where the results of a review test are 
thus totalized will now be described with reference to 

10 flowcharts. 

[0136] As illustrated in the flowchart of Fig. 18, the 
series of steps on the master side includes creating the 
content of lessons from a CD-ROM at the initial step 
Si 21. taking lessons using a TV monitor at step SI 22, 

15 taking a confirmation test using the TV monitor at step 
SI 23 and totalizing the answers to the confirmation test 
at step SI 24. Control then proceeds to the next step 
SI 25. 

[0137] Processing branches at step SI 25 depending 

20 upon whether there is an incorrect answer. Specifically, 
a "YES" decision is rendered and control proceeds to 
step SI 26 if there is an incorrect answer, and a "NO" 
decision is rendered and control proceeds to step S129 
if there is no incorrect answer. 

25 [0138] The master creates review problems for the 
slave at step SI 26. transmits the problems to the slave 
at step S127, receives a total of the review problem 
score from the slave at step S128 and totalizes the 
results of study and the results of the review problems at 

30 Step Si 29. Control then proceeds to the next step SI 30. 
[01 39] Processing in regard to whether or not all les- 
sons have been completed branches at step S130, That 
is, a "NO" decision is rendered and control returns to 
step S121 if all lessons have not been completed, and a 

35 "YES" decision is rendered and this series of steps is 
concluded if all lessons have been completed. 
[0140] As illustrated in the flowchart of Fig. 19. the 
series of steps on the slave side includes receiving 
review problems from the master at the initial step SI 31 , 

40 answering the problems using a display unit and buttons 
at step SI 32, totalizing the review problem score at step 
Si 33 and transmitting the total of the problem score to 
the master at step Si 24. This series of steps is then 
exited. 

45 [0141] Steps through which one day's problems are 
sent to the slave without giving lessons will be 
described with reference to flowcharts. 
[0142] As shown in the flowchart of Fig. 20, the steps 
executed by the master include reading one day's prob- 

50 lems out of the CD-ROM at step SI 41, transmitting the 
problems to the slave at step SI 42 and receiving a total 
of the problem score from the slave. Control then pro- 
ceeds to the next step Si 44. 

[0143] Processing branches at step SI 44 depending 
?5 upon whether all problems have been completed. A 
"NO" decision is rendered and control returns to step 
SI 41 if all problems have not been completed, and a 
"YES" decision is rendered and this series of steps is 
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concluded if ail problems have been completed. 
[0144] As iilustrated in the flowchart of Fig. 21, the 
series of steps on the slave side includes receiving 
review problems from the master at the initial step S151. 
answering the problems using a display unit and buttons 5 
at step S152, totalizing the results of the answers at 
step Si 53 and transmitting the total of the problem 
score to the master at step SI 54. This series of steps is 
then exited. 

[0145] Next, a series of steps in a case where the next w 
lesson is created based upon the results of a review test 
and one day's problems are sent to the slave without 
giving lessons will be described with reference to flow- 
charts. 

[0146] As shown in Fig. 22, the steps executed by the is 
master include creating the content of Initial lessons at 
an initial step S161, transmitting the problems to the 
slave at step S162, receiving results of totalization of 
practice problem scores at step S163 and creating new 
lessons based upon the results of totalizing of practice 20 
problem scores at step S164. Control then proceeds to 
step S165. 

[0147] Processing branches at step S165 depending 
upon whether all lessons have been completed. A "NO" 
decision is rendered and control returns to step S161 if 25 
all lessons have not been completed, and a "YES" deci- 
sion is rendered and this series of steps is concluded if 
ail lessons have been completed. 
[0148] As illustrated in the flowchart of Fig. 23. the 
series of steps on the slave side includes receiving 30 
problems from the master at the initial step S171, 
answering the problems using a display unit and buttons 
at step SI 72, totalizing the results of the answers at 
step S173 and transmitting the total of the problem 
score to the master at step SI 74. This series of steps is 35 
then exited. 

[0149] The learning tool described above is a portable 
tool for so-called computer aided education (CAE). 
Learning is performed using the education software of 
the master, and the program evaluates, from answers 40 
input by the user using the controller, the degree to 
which the content of study has been mastered and 
transfers important items to the slave. By carrying about 
the slave, the user can use the slave to place emphasis 
on studies In which he or she is weak. 45 
[0150] For example, using software for the study of 
conversational English, the user can employ the master 
at home to automatically transfer vocabulary not known 
during studies to the slave, and the user may then carry 
the slave about instead of a wordbook. so 
[0151 ] Described next will be a portable map in which 
a map possessed by the slave is displayed on the dis- 
play screen of the slave. 

[0152] The portable map contains maps of actual 
towns stored on the CD-ROM of the master. While view- 5S 
ing a map using the television receiver of the master, the 
player manipulates a character to create "route data", 
namely data indicative of a route. 



[0153] When this data is transmitted to the slave and 
the slave is detached from the master and carried 
about, routes can be reproduced by using the display 
unit and buttons of the slave. Further, by transmitting 
route data to another slave, one can teach another per- 
son the way to one's own home or the location of a 
meeting place. 

[0154] The portable map will be described in detail 
with reference to the drawings. 
[01 55] A map of the kind shown for example in Fig. 24 
is displayed on the screen of the portable map. Specifi- 
cally, an Intersection is displayed approximately at the 
center of a display screen 200 in Fig. 24. A post office 
202 is displayed at the lower right of the intersection, a 
vegetable store 203 at the upper left and a house 204 at 
the lower left. A character 201 is displayed at the 
approximate center of the intersection in Fig. 24. 
[0156] If the user is aiming for post office 202 dis- 
played in Fig. 24 and the character is located at the dis- 
played intersection, then a display indicating the 
position of the post office appears as shown in Fig. 25. 
[0157] A series of steps related to the portable map 
will be described with reference to the flowchart shown 
in Fig. 26, 

[0158] The master side first displays a map on the 
monitor and initializes the route data at step S181, 
enters a starting point on the map at step SI 82, dis- 
plays a character at the starting point and records this 
position in route data at step S183 and moves the char- 
acter in accordance with a road on the map in response 
to direction-key Inputs at step Si 84. Control then pro- 
ceeds to the next step SI 85. 

[01 59] Processing branches at step SI 85 depending 
upon whether the character has turned a corner, A 
"YES" decision is rendered and control proceeds to step 
S186 if the character has turned a corner, and a "NO" 
decision is rendered and control proceeds to step S187 
if the character has not turned a corner. 
[0160] The position of the corner is recorded in the 
route data at step S186 and control then proceeds to 
step S187. 

[0161] Processing branches at step S187 depending 
upon whether a position storage button has been 
pressed. A "YES" decision is rendered and control pro- 
ceeds to step SI 88 if the position storage button has 
been pressed, and a "NO" decision is rendered and 
control proceeds to step S189 if the position storage 
button has not been pressed. 

[0162] Processing branches at step S189 depending 
upon whether the goal has been reached. A "YES" deci- 
sion is rendered and control proceeds to step S190 if 
the goal has been reached, and a "NO" decision is ren- 
dered and control returns to step S184 if the goal has 
not been reached. 

[01 63] The route data is transmitted to a memory card 
at step 8190 and this series of steps is exited. 
[0164] A series of steps of the flowchart executed by 
the slave will be described with reference to the flow- 
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chart of Fig 27. 

[01 65] The slave receives route data from the master 
at the initial step S191, the slave is detached from the 
master at step S192 and a starting point is displayed at 
step S193. Control then proceeds to step SI 94. 5 
[0166] Processing branches at step S194 depending 
upon whether an "OK" button has been pressed. Specif- 
ically, a "YES" decision is rendered and control pro- 
ceeds to step S195 if the "OK" button has been 
pressed, and a "NO" decision is rendered and control io 
proceeds to step S196 if the "OK" button has not been 
pressed. 

[0167] The next items of route data, namely corners 
and landmarks, are displayed at step S195. Control 
then proceeds to the next step S196. 15 
[01 68] Processing branches at step S1 96 depending 
upon whether a redo button has been pressed. That is, 
a "YES" decision is rendered and control proceeds to 
step SI 97 if the redo button has been pressed, and a 
"NO" decision is rendered and control proceeds to step 20 
8198 if the redo button has not been pressed. 
[01 69] The previous data of the route data, namely the 
previous corner and landmarks, is displayed at step 
S197. Control then proceeds to step SI 98. 
[0170] Processing branches at step S198 depending 25 
upon whether the goal has been reached. That is, a 
"NO" decision is rendered and control returns to step 
SI 94 if the goal has not been reached, and a "YES" 
decision is rendered and this series of steps exited if the 
goal has been reached. 30 
[0171 ] A series of steps for communication between a 
slave transmitting side and a slave receiving side will be 
described with reference to the flowchart shown in Fig. 
28. 

[0172] Processing on the slave transmitting side 35 
branches at step S201 depending upon whether a 
transmission start button has been pressed. Specifi- 
cally, a "YES" decision is rendered and control proceeds 
to step S202 if the transmission start button has been 
pressed, and a "NO" decision is rendered and this 40 
series of steps is exited if the transmission start button 
has not been pressed. 

[0173] Route data is transmitted to the slave receiving 
side by IrLED at step 8202. This concludes this series 
of steps. 45 
[0174] Processing on the slave transmitting side, on 
the other hand, branches at step 8203 depending upon 
whether a reception standby button has been pressed. 
Specifically, a "YES" decision is rendered and control 
proceeds to step S204 if the reception standby button so 
has been pressed, and a "NO" decision is rendered and 
this series of steps is exited if the reception standby but- 
ton has not been pressed. 

[0175] The receiving side prepares for IrLED recep- 
tion at step 8204, waits for transmission of an IrLED sig- 55 
nal at step 8205 and receives route data by IrLED at 
step 8206. Control then proceeds to the next step S207. 
[0176] Processing branches at step S207 depending 



upon whether the received data is incorrect. A "YES" 
decision is rendered and control proceeds to step 8208 
if the received data is incorrect, and a "NO" decision is 
rendered and this series of steps is exited if the received 
data is not incorrect. 

[0177] The received data is discarded and this series 
of steps is exited at step S208. 
[0178] The foregoing is a description of a portable 
map that uses a master and a slave. The portable map 
employs a master map that is placed in master or on a 
CD-ROM mounted in the master. The user transfers an 
outdoor location to the slave in advance and obtains 
geographical information via the display unit of the 
slave. 

[0179] It should be noted that IrLED used in transfer- 
ring information in this portable map is a standard of 
infrared signal transmission, used as the signal medium 
of a so-called remote controller, which is a household 
electrical appliance. IrLED emits infrared radiation using 
an infrared LED and receives infrared radiation by using 
a photodiode. Pulse position modulation (PPM) is used 
at the method of modulation and use is made of a pre- 
determined transmission code. 
[01 80] Selective transfer of attributes to another slave 
will be described next. A slave acquires attributes from 
the master in dependence upon the game signal. 
Attributes conforming to the progress of a game and 
saved as data in the slave can be selective transferred 
to another slave through the master. 
[0181] Accordingly, it is possible to provide a pass- 
word transfer function in which a transfer can be made 
only to a good friend, and control can be performed in 
such a manner that an exchange of characters between 
slaves cannot be carried out unless a certain game level 
has been achieved. 

[0182] A series of steps regarding selective transfer 
on a per-slave basis will be described with reference to 
flowcharts. 

[0183] As shown by the flowchart of Fig. 29, the pro- 
cedure on the master side includes creating an attribute 
at an initial step 821 1 based upon the circumstances of 
game progress, transferring a character with this 
attribute to a slave at the next step 8212, and then exit- 
ing this series of steps. 

[0184] As shown by the flowchart of Fig. 30, the pro- 
cedure executed by a slave A, which is one of the 
slaves, includes transferring the attribute of a character 
to another slave at an initial step 8221 and then stand- 
ing by for reception at step 8222. Control then proceeds 
to step S223. 

[0185] Processing branches at step 8223 depending 
upon whether the received data is "OK". A "YES" deci- 
sion is rendered and control proceeds to step S224 if 
the received data is "OK", If the received data is "NG", a 
"NO" decision is rendered and NG is displayed at step 
S225a, after which this series of steps is exited. 
[0186] The character Is transmitted to the other slave 
at step 8224, "OK" is displayed at step S225a and then 
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this series of steps is exited. 

[0187] A procedure executed by a slave B, wliich is 
the other slave, will now be described. At the initial step 

5226, the attribute of a character transferred from the 
slave A is received and the slave B compares the trans- 5 
f erred attribute with the attribute of its own character. 
When the attribute of slave B's own character matches 
the transferred attribute, an "OK" decision is rendered 
and control proceeds to step S227. In a case where the 
attribute of slave B's own character does not match the io 
transferred attribute, a "NO" decision is rendered and 
"NG" is transmitted to the slave A. 

[0188] The slave B stands by for reception at step 

5227, receives a character at step S228 and displays 
"OK" at step S229, after which this series of steps is 15 
exited. 

[0189] Transfer of a high score from the master to 
slave will now be described. The high score of a game 
is transferred from the master to a slave so that the high 
score can be viewed from the display device of the 20 
slave. A high-core comparison can be made at school 
even if the master is not present. 
[0190] A series of steps relating to transfer of a high 
score will be described with reference to flowcharts. 
[01 91 ] As shown in the flowchart of Fig. 3 1 , the steps 25 
on the side of the master include acquiring the game 
high score and the time the high score was achieved at 
step S230 and transferring the high score and achieve- 
ment time to the slave at step S231, after which this 
series of steps is exited. 30 
[01 92] As shown in the flowchart of Fig. 32, the proce- 
dure on the side of a slave A. which is one of the slaves, 
include selecting the high score of a specific game at an 
initial step S241 , turning off a high-score display at step 
S242, transmitting the high-score data to a slave B at 35 
step S243 and receiving a match indication from the 
slave B at step S244. Control then proceeds to step 
S245. 

[0193] Processing branches at step S245 depending 
upon the result of matching of game types. That is, a 4o 
"YES" decision is rendered and control proceeds to step 
S246 if the game types match, and a "NO" decision is 
rendered and this series of steps is exited if the game 
types do not match. 

[0194] The slave A receives the result of high-score 45 
contest from the slave B at step S246. Control then pro- 
ceeds to step S247. 

[0195] Processing branches at step S247 depending 
upon whether the result of the high-score contest is that 
slave A has won. Specifically, a "YES" decision is ren- 50 
dered and control proceeds to step S248 if slave A has 
won, and a "NO" decision is rendered and control pro- 
ceeds to step 8249 if slave A has not won. 
[01 96] A picture of a victory pose is displayed with fan- 
fare accompaniment at step S248. At step S249, on the 55 
other hand, a picture of a losing pose is displayed with 
accompaniment of sad music. This series of steps is 
exited following both steps S248 and S249. 



[0197] Steps regarding the slave B. which is the other 
slave, include selecting the high score of a game the 
same as that of slave A at step S251 , turning off a high- 
score display at step S252 and receiving high-score 
data from slave A at step S253. Control then proceeds 
to step S254. 

[01 98] Processing branches at step S254 depending 
upon whether the game types match. Specifically, a 
"YES" decision is rendered and control proceeds to step 
S255 if the game types match, and a "NO" decision is 
rendered and this series of steps is exited if the game 
types do not match. 

[0199] The slave B transmits the match indication to 
the slave A at step S255 and processing branches at 
step S256 depending upon whether the high score is 
greater than its own high score. That is, a "YES" deci- 
sion is rendered and control proceeds to step S258 if 
slave B's own high score is greater, and a "NO" decision 
is rendered and control proceeds to step S257 if slave 
B's high score is not greater. 

[0200] The slave B transmits the result of the high- 
score contest to the slave A at both steps S257 and 
S258. Control proceeds from step S257 to step S260 
arxJ from step S258 to step S259.^ 
[0201 ] A picture of a victory pose is displayed with fan- 
fare accompaniment at step S259. At step S260, on the 
other hand, a picture of a losing pose is displayed with 
accompaniment of sad music. This series of steps is 
exited following both steps S259 and S260. 
[0202] A method of implementing a selective 
exchange of characters has been described above. 
Specifically, data that has been saved in a slave through 
a master is selective transferred to another slave. This 
transfer makes it possible to transfer a character to a 
good friend only. Further, a password function can be 
provided, and control can be performed in such a man- 
ner that an exchange of characters between slaves can- 
not be can-ied out unless a certain game level has been 
achieved. 

[0203] Described next will be a memory card having a 
time limit, wherein content that has been saved in a 
slave is erased unless a certain game objective is 
achieved in a specified period of time. 
[0204] The memory card with the time limit makes use 
of the fact that the slave clock runs independently even 
after the slave is detached from the master. 
[0205] A voice warning is issued from the speaker of 
the slave upon elapse of a fixed period of time from the 
last time data was saved. Examples of the voice warn- 
ing are "Please continue soon" and "There is data that 
has not been used in six months. Do you want to delete 
it?", etc, 

[0206] A series of steps regarding this memory card 
with a time limit will be described with reference to flow- 
charts. 

[0207] As shown in the flowchart of Fig. 33, steps on 
the master side include saving game data at an initial 
step S261 and adding length of time (relative) until data 



15 



29 



EP 0 976 429 A1 



30 



is erased or time (absolute) at which data is erased onto 
the saved data at step S262, after which this series of 
steps is exited. 

[0208] in regard to steps on the slave side, as shown 
in the- flowchart of Fig. 34, processing branches at step 
S271 depending upon whether saved data having a 
time limit exists. A "YES" decision is rendered and con- 
trol proceeds to step S272 if saved data having a time 
limit exists, and a "NO" decision is rendered and this 
series of steps is exited if saved data having a time limit 
does not exist. 

[0209] Processing branches at step S272 depending 
upon whether relative data exists. Specifically, a "YES" 
decision is rendered and control proceeds to step S273 
if relative data exists, and a "NO" decision is rendered 
and control proceeds to step S274 if relative data does 
not exist. 

[021 0] The time at which data was saved and relative 

time are added at step S273, the present time and 

planned erasure time are compared at step 8274 and 

control proceeds to step 8275. 

[021 1 ] Processing branches at step 8275 in regard to 

whether time has run out. A "YES" decision is rendered 

and control proceeds to step S276 if time has run out, 

and a "NO" decision is rendered and control proceeds 

to step S277 if time has not run out 

[021 2] Erasure is performed at step S276, after which 

this series of steps is exited. 

[021 3] Processing branches at step 8277 depending 
upon whether the time limit is within n days. A "YES" 
decision is rendered and control proceeds to step 8278 
if the time limit is within n days, and a "NO" decision is 
rendered and control proceeds to step 8271 if the time 
limit is not within n days. 

[0214] A warning message is displayed at step 8278 
and control proceeds to step 8271. 
[021 5] The setting of an ID in a slave will be described 
next. The ID setting involves having the user set any ID 
one time only after purchasing the slave. The user is 
identified by transmitting this ID. 
[0216] More specifically, when communication takes 
place between a master and a slave or between slaves, 
an ID number for individual identification is required. 
[021 7] In a case where a hardware-specific ID has not 
been set in a slave at the time of shipping from the fac- 
tory, therefore, the user sets any name in the slave upon 
purchasing the slave and introducing power to it for the 
first time. 

[0218] The set ID can be utilized as the name of the 
character that appears in a game or for player identifica- 
tion purposes in games where a large number of per- 
sons participate. In addition, a destination can be 
surmised by name when communication between 
slaves takes place. 

[0219] The setting of an ID will be described with ref- 
erence to a flowchart shown in Fig. 35. 
[0220] Readout, back conversion and display are per- 
formed at an initial step 8281 and control then proceeds 
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to Step 8282. 

[0221 ] Processing branches at step 8282 depending 
upon whether "OK" has been selected. That is, a "YES" 
decision is rendered and this series of steps exited if 
"OK" has been selected, and a "NO" decision is ren- 
dered and control proceeds to step 8283 if "OK" has not 
been selected. 

[0222] Processing branches at step S283 depending 
upon whether entry of a name has been completed. A 
"NO" decision is rendered and control returns to step 
S283 if entry of a name has not been completed, and a 
"YES" decision is rendered and control proceeds to step 
8284 if entry of a name has been completed. 
[0223] The name that has been entered is subjected 
to a fixed conversion at step S284. the convened name 
is stored at step 8285 and this series of steps is then 
exited. 

[0224] A slave has a display screen 300 illustrated in 
Fig. 36. Upper-case characters "ABC - • • " of the Eng- 
lish alphabet are displayed at the bottom of the display 
screen. The user can enter a character string by select- 
ing desired characters from these letters of the alphabet 
using a highlighted display 303. A selected character 
"D" is being displayed at the upper left of the display 
screen. 

[0225] Fig. 37 schematically illustrates the entirety of 
a slave having the display screen 300, which is display- 
ing a name. This slave has the substantially rectangular 
display screen 300 on the upper portion main side, cur- 
sor keys 307 on the lower left side, and an ENTER key 
308 on the lower right side. 

[0226] The name "TARO" is being displayed at the top 
of the display screen 300. "OK" on the left side below 
the name, and "BAD" on the right side below the name. 
The user selects either "OK" or "BAD" in a highlighted 
display of the display screen 300 using the cursor keys 
307 and then presses the ENTER key 308 to make an 
input. 

[0227] A series of steps for converting an entered 
name to an ID number will now be described with refer- 
ence to a flowchart shown in Fig. 38. 
[0228] A name is entered at an initial step 8291 . The 
name "ABC" is entered here. Control then proceeds to 
the next step 8292. 

[0229] The entered name "ABC" is displayed as an 
ASCII code at step 8292. The entered name "ABC" 
becomes "41, 42, 43" in terms of ASCII codes. Control 
then proceeds to step 8293. 

[0230] A string of random numbers the number of 
which is the same as that of the characters in the name 
is generated at step 8293. Here "95, 13. 50" are 
obtained as an example of the string of rarxiom num- 
bers. Control then proceeds to step S294. 
[0231] The entered character string "41, 42, 43" in 
ASCII form and the string of random numbers the 
number of which is the same as that of the characters in 
the name are added at step 8294. Here "136, 55, 93" 
are obtained as the result of addition. Control then pro- 
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ceeds to step S294. 

[0232] The numbers in the string of random numbers 
"95, 13, 50" the number of which is the same as that of 
the characters in the name and the numbers in the 
string of numerals "1 36, 55, 93" obtained by addition are 5 
arranged in alternating fashion at step S294. The 
number string "95, 136, 13. 55, 50. 93" is obtained. This 
series of steps is then exited. 

[0233] As set forth above, this ID setting is an interface 
through which the user is capable of entering an ID by w 
inputting a name in the slave the first time only after pur- 
chasing the slave, the name then being converted to an 
ID and stored. Setting such an ID makes it possible to 
initially assign a pet name to the slave. The ID can be 
used allow or forbid communication between slaves. is 
[0234] A multiple-participant f irst-to-respond game uti- 
lizing slaves will be described next. A multiple-partici- 
pant first-to-respond game is a game played by a 
number of participants. The plurality of players start the 
game at the same time using miniature game machines 20 
in their possession, and the sooner the game is com- 
pleted, the higher the points won. 
[0235] The flow of processing executed by the master 
and by the slave, as well as the content of communica- 
tion between the master and the slave, will be described 25 
with reference to a flowchart shown in Fig. 39. 
[0236] The steps on the master side include receiving 
the IDs of the participating slave at an initial step S301 . 
transmitting game type to the slave at step S302, trans- 
mitting a game start signal to the slave at step S303, 30 
waiting for all players to finish the game at step S304 by 
making an inquiry regarding execution of the game 
proper by the slave and obtaining status of the game, 
totalizing the game results at step S305 and displaying 
the results of game totalization at step S306. Control 35 
then proceeds to step S307. 

[0237] A selection as to whether the game is to be 
continued or terminated is made at step S307. If the 
game is to be continued, a "continue" decision is ren- 
dered and control returns to step S302. If the game is 40 
terminated, this series of steps is exited. 
[0238] Steps on the slave side include transmitting an 
ID to the master at an initial step S308, waiting for 
reception of game type from the master at step S309. 
selecting the game and standing by at step 8310 in 45 
regard to communication of game start from the master, 
starting the counting of time at step S31 1 , executing the 
game proper and sending back status at step S312 in 
response to the inquiry from the master issued at step 
S304, terminating the counting of time at step S313, so 
and transmitting status regarding time required and 
transmission of game results at step S314 in response 
to the inquiry from the master Control then returns to 
step S309. 

[0239] What is described above is a party game, 55 
namely a first-to-respond game. The first-to-respond 
game comprises a plurality of slaves and one master 
and a game response is made by manipulating a slave. 



[0240] The master checks the signals and IDs from 
the slaves and adds a point to a slave that has 
answered first by sending a signal. By totalizing the 
times at which a plurality of users complete their games 
using their slaves, a first-to-complete game is imple- 
mented. Since this game is played using the slaves, it 
can be utilized as a minigame or the like. 
[0241] Described next will be a game which is njn in 
operative association with a household air conditioner 
or the like through IrLED using a slave linked to a game 
run by the master. 

[0242] This realistic game is enjoyed at one's home. 
As shown in Fig. 40, the master sends a slave a com- 
mand message that conforms to the status of a game. 
[0243] More specifically in the flowchart of Fig. 40, a 
discrimination Q is made at step S322, which follows 
processing P at step S321. Depending upon the dis- 
crimination Q made, control proceeds to a command A 
at step 8323 or to discrimination R at step S324. If con- 
trol proceeds to step S323, control proceeds to step 

5324 after command A is executed, 

[0244] Depending upon the discrimination made at 
step S324, control proceeds to a command B at step 

5325 or to processing S at step S326. If control pro- 
ceeds to step S325, command B is executed- 

[0245] The slave refers to an IrLED command table 
that has been registered in advance and issues the reg- 
istered IrLED command if issue time is zero. If issue 
time has been set, a time obtained by adding the issue 
time to the real time is registered in the command table 
together with the IrLED issue command. This registra- 
tion is carried out by sorting in order of time. 
[0246] A command generation program on the slave 
side will be described with reference to a flowchart. 
[0247] Command interrupt processing will be 
described. As shown in the flowchart of Fig. 41 . corre- 
sponding data is acquired from the IrLED command 
table at an initial step S331 and processing branches at 
the next step S332 in conformity with "Issue Time", 
which is the time at which the command is issued. That 
is, if the condition "Issue Time = 0" is satisfied, a. "YES" 
decision is rendered and control proceeds to step S334, 
If this condition is not satisfied, a "NO" decision is ren- 
dered and control proceeds to step S333. 
[0248] The IrLED command is registered (sorted) in a 
time-limit command table at a time (Time) obtained by 
adding "Issue Time" to real time (RTime) at step S333. 
This series of steps is then exited. 
[0249] The IrLED command is issued at step S334, 
after which this series of steps is exited. 
[0250] Here time-limit loop processing will be 
described. As shown in Fig, 42, data is acquired from a 
time-limit command table Top at an initial step S341, 
and processing branches at the next step S342 in 
regard to the condition "Time s RTime". That is, a "YES" 
decision is rendered and control proceeds to step S343 
if this condition is satisfied. Control returns to step S341 
if this condition is not satisf ied. 
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[0251 ] A registration command is issued at step S343. 

Control then returns to step S341 . 

[0252] The IrLED command table is constructed from 

(IrLED com No.) (Issue Time) in regard to command A, 

as shown at A in Fig. 43. Similarly, the IrLED command 

table is constructed from (IrLED com No.) (Issue Time) 

in regard to command B and from (IrLED com No.) 

(Issue Time) in regard to command C. 

[0253] The time-limit command table is constructed 

using (Time):Command as the constituent units, as 

shown at B in Fig. 43. 

[0254] The registration of the IrLED command table is 
carried out as set forth below. First, the IrLED command 
data is acquired. The acquisition of the IrLED command 
data involves acquiring data from a database in a CD- 
ROM such as a game CD or special-purpose database 
CD, and a selection can be made from manufacturer, 
machine model and command. Further, the acquisition 
of IrLED data can be made by selection directly from a 
corresponding remote controller in response to a learn- 
ing remote controller mode. 

[0255] Next, in regard to correlation with command 
messages, IrLED command patterns acquired by the 
above<lescribed technique in the game program of the 
master and command messages can be correlated by 
user operation or by an automatic setting program. In a 
case where the acquisition of the IrLED command data 
is B, the data is uploaded from the slave, a correlation is 
made and then this is downloaded. 
[0256] Further, in regard to correlation with command 
messages, correlation between game command mes- 
sages and IrLED command data is performed by a cor- 
relation program downloaded from the master to the 
stave. Data acquisition of the learning remote controller 
is performed while correlation with the game command 
messages is made by this method. 
[0257] In accordance with the game, control of air con- 
ditioning and illumination can be carried out depending 
upon the game status, and the power supply can be 
turned off by a time-limit command after the game ends. 
[0258] An example of a mode in which operation is 
performed at a slave in accordance with commands will 
be described with reference to Fig. 44. Here, with a 
slave 302 inserted into a master 301, an IrLED signal 
from an ordinary remote controller 303 or game control- 
ler 304 is received, 

[0259] The game described above is run in operative 
association with a household air conditioner or the like 
through IrLED of a slave linked to a game run by the 
master. 

[0260] The game is run in operative association with a 
household air conditioner or the like through IrLED of a 
slave linked to a game run by the master or to a role- 
playing game such as an adventure game. This makes 
it possible to enjoy a realistic game at home. 
[0261] Described next will be an artificial-life game in 
which an IrLED signal such as an infrared signal from 
the remote controller of a domestic television receiver or 
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air conditioner is received and artificial life is grown in 
dependence upon the signal. 

[0262] In this artificial -life game, the way artrficial life 
is raised changes when TV channels are switched 
among frequently The way artificial life is raised 
changes also depending upon the TV manufacturer. 
[0263] This artificial -life game will be described with 
reference to the block diagram shown in Fig. 45. 
[0264] A slave that runs the artificial-life game com- 
prises a light receiver 251 for receiving an infrared com- 
munication in accordance with the IrLED standard from 
an external infrared remote controller 261, a demodula- 
tor & bandpass filter 252 constructed as an integral part 
of the light receiver 251, a PPM modulation demodula- 
tor 256 to which on/off pulses from the demodulator & 
bandpass filter 252 are input, and a command table 254 
referred to by the demodulator 256 for pulse-position 
modulation (PPM) communication. 
[0265] The light receiver 251 is a light-receiving ele- 
ment which receives infrared light in accordance with 
the IrLED standard from the external infrared remote 
controller 261 and converts the infrared light to an elec- 
tric current. The demodulator & bandpass filter 252 
comprises a demodulator for demodulating the signal 
obtained by IrLED light reception at the light receiver 
251 , and a filter for selectively passing signals having a 
bandwidth of 30 to 60 kHz. 

[0266] The PPM modulation demodulator 256 is a cir- 
cuit which, in case of ordinary processing, demodulates 
a PPM signal comprising the on/off pulses from the 
demodulator & bandpass filter 252. 
[0267] A command table 254 stores commands 
referred to when a signal is demodulated by the PPM 
modulation demodulator 256. 

[0268] Further, the slave has an artificial-life program 
257 associated with the received infrared light in 
accordance with the IrLED standard received from the 
external infrared remote controller 261, and a dock 260. 
[0269] The artificial -life program 257 has a program 
body 258, which is the execution portion of the artificial- 
life program, and a parameter table 259, which stores 
parameters refen-ed to by the program body 258 when- 
ever necessary. 

[0270] The clock generates a clock signal at a fixed 
period. The clock signal is supplied to the program body 
and serves as a reference for program execution timing. 
[0271 ] Ordinary processing for receiving a signal from 
the infrared remote controller includes receiving the 
infrared signal, which has been modulated by a carrier 
frequency of 30 to 60 kHz. by the light receiver and 
modulating the signal to on/off pulses by the bandpass 
filter. 

[0272] An infrared remote controller for home use 
employs PPM modulation based upon IrLED. Usually 
the infrared remote controller compares these on/off 
pulses with data in the command table and decodes 
them to a command. In terms of artificial life, the on/off 
pulses are used as food, captured as the outside envi- 
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ronment and employed as parameters of the growth 
program. 

[0273] Here an example of correspondence with the 
parameters of the artificial-life growth program is illus- 
trated. The example of correspondence involves count- 
ing up a nutrition parameter by on/off pulses, counting 
down a nutrition parameter by an internal clock counting 
a state-of-health parameter up/down by a specific com- 
mand, and counting the state-of-health parameter 
up/down by a specific pulse pattern. 
[0274] A series of steps of the artificial -life game will 
be described with reference to a flowchart shown in Fig. 
46. 

[0275] Processing branches at an initial step S351 
depending upon the presence or absence of an infrared 
signal. Specifically, a "YES" decision is rendered and 
control proceeds to step S360 if an infrared signal is 
present, and a "NO" decision is rendered and control 
proceeds to step S352 if an infrared signal is absent. 
[0276] Pulse data is acquired at step S360 and 
processing branches at step S361 depending upon 
whether the pulse data matches a specific pattern P1. 
Specifically, a "YES" decision is rendered and control 
proceeds to step S362 if the pulse data matches the 
specific pattern P1, and a "NO" decision is rendered 
and control proceeds to step 8363 if the pulse data 
does not match the specific pattern PI. 
[0277] A sickness flag is turned on at step S362 and 
control proceeds to the next step 3363. 
[0278] Processing branches at step S363 depending 
upon whether the pulse data matches a specific pattern 
P2. Specifically, a "YES" decision is rendered and con- 
trol proceeds to step S364 if the pulse data matches the 
specific pattern P2, and a "NO" decision is rendered 
and control proceeds to step S365 if the pulse data 
does not match the specific pattern P2. 
[0279] The sickness flag is turned off at step S364 and 
control proceeds to the next step S365. 
[0280] Pulses are counted and the nutrition parameter 
is added to the value of the count at step S365, after 
which control proceeds to the next step S354. 
[0281] Processing branches at step S354 depending 
upon whether the condition "nutrition parameter < 
threshold Th" is satisfied. Specifically, a "YES" decision 
is rendered and control proceeds to step S355 if the 
condition is satisfied, and a "NO" decision is rendered 
and control proceeds to step S356 if the condition is not 
satisfied. 

[0282] The sickness flag is turned on and an alarm is 
issued at step S355. Control then proceeds to the next 
step S356- 

[0283] Processing branches at step S356 depending 
upon whether the sickness flag is on. Specifically, con- 
trol proceeds to step S357 if the sickness flag is ON and 
to step S358 if the sickness flag is not ON. 
[0284] The nutrition parameter is diminished at step 
S357 and control then proceeds to the next step S358. 
[0285] Processing branches at step S358 depending 



upon whether the condition "nutrition parameter < 0" is 
satisfied. Specifically, a "YES" decision is rendered and 
control proceeds to step S359 if the condition is satis* 
fled, and a "NO" decision is rendered and control 
5 returns to step S351 if the condition is not satisfied. 
[0286] The character dies and the game ends 
("GAME OVER") at step S359. This series of game 
steps is then exited. 

[0287] Thus, as described above, the game is an arti- 
10 ficial-life game in which an indoor IrLED signal, i.e., an 
infrared remote-controller signal, is received and artifi- 
cial life is grown in dependence upon the signal. 
[0288] More specifically, according to the artificial -life 
game, an infrared remote-controller signal for controi- 
15 ling a household electrical appliance such as an air con- 
ditioner, fan or TV is received and artificial life grows in 
dependence upon the infrared signal. For example, 
when TV channels are switched among frequently, the 
way artificial life is raised changes. The way artificial life 
20 is raised changes also depending upon the TV manu- 
facturer. 

[0289] A game in which an artificial conversation is 
carried out among a plurality of slaves and between a 
master and a slave will be described next. In this game 

25 an IrLED signal is sent from a slave A to a slave B in 
dependence upon the key operation sequence of the 
slave A, and the slave B converses using the corre- 
sponding voice pattern, i.e., issues the voice pattern 
from its speaker. 

30 [0290] Interaction between the slaves of two players, 
namely the basic configuration of this interactive game, 
will be described with reference to Fig. 47. 
[0291] The slave A used by a player A has a speaker 
294 for outputting voice, a liquid crystal display 291 for 

35 displaying characters and images, a voice generating 
processor 295 for creating a voice signal applied to the 
speaker 294, and a character-displ ay/animation 
processing circuit 292 which drives the liquid crystal dis- 
play. 

40 [0292] The speaker 294 is a voice output unit for out- 
putting as voice a voice signal provided by the voice 
generating processor 295. 

[0293] The voice generating processor 295 subjects 
an applied signal to processing needed to drive the 
45 speaker 294 and then applies the processed signal to 
the speaker 294. 

[0294] The character-display/animation processing 
circuit 292 subjects an applied signal to processing 
needed to drive the liquid crystal display 291 and then 
50 applies the processed signal to the liquid crystal display 
291. 

[0295] The slave A further includes a receiver 297 for 
receiving externally applied infrared radiation in accord- 
ance with the IrLED standard, a reception processor 
?5 296 for processing the signal from the receiver 297, a 
transmitter 299 for externally issuing infrared radiation 
in accordance with the IrLED standard, and a transmis- 
sion processor 298 for applying processing to a signal 



19 



37 



EP 0 976 429 A1 



38 



applied to the transmitter 299. 

[0296] The receiver 297 has a light receiving element 
to receive externally applied infrared radiation in accord- 
ance with irLED to convert it to current. The reception 
processor 296 receives a photo-electrically converted 
signal with the receiver to apply a prescribed processing 
to it. 

[0297] The transmission processor 298 subjects the 
signal issued by the slave A to a prescribed conversion 
and then applies the signal to the transmitter 299. The 
transmitter 299 externally transmits infrared radiation in 
accordance with the IrLED standard based upon the 
signal from the transmission processor 298. 
[0298] The slave A further includes a button switch 
unit 301 having a plurality of switches, and an input 
processor 300 for processing an input from the button 
switch unit 301. The button switch unit 301 has an 
"anger" switch 302, a "sadness" switch 303, a "pleas- 
ure" switch 305. a "happiness" switch 304 and a "voice" 
switch 306, which corresponds to voice generation. The 
switches 302 to 306 accept inputs by being pushed by 
the user. 

[0299] The operating elements 121 correspond to 
these "happiness", "anger", "sadness" and "pleasure" 
button-type switches, and the operating element 122 
corresponds to the "voice" button-type switch. 
[0300] The input processor 300 applies prescribed 
processing to content that has been entered by the but- 
ton switch unit 301. 

[0301 ] The slave A has an interactive-game main pro- 
gram 293, which is the body that executes the interac- 
tive game. 

[0302] The interactive-game main program 293 con- 
trols each component of the slave A, when interactive- 
game is executed. More specifically, the program out- 
puts signals to the generating processor 295. character- 
display/animation processing circuit 292 and transmis- 
sion processor 298. Conversely, signals from the recep- 
tion processor 296 and button switch unit 301 are 
applied to the program. 

[0303] The slave B in which the interactive game is run 
with slave A as the other party will be described next. 
Since the slave B is constructed in a manner similar to 
that of slave A described above, its construction will be 
touched upon in brief. 

[0304] The slave B used by a player B has a speaker 
274 for outputting voice, a generating processor 275 for 
driving the speaker 274, a liquid crystal display 271 for 
displaying characters and images, and a character-dis- 
play/animation processing circuit 272 which drives the 
liquid crystal display 

[0305] The slave B further includes a transmitter 277 
for externally issuing infrared radiation in accordance 
with the IrLED standard, a transmission processor 276 
for applying prescribed processing to a signal applied to 
the transmitter 277, a receiver 279 for receiving exter- 
nally applied infrared radiation in accordance with the 
IrLED standard, and a reception processor 278 for 



applying prescribed processing to the signal from the 
receiver 279. 

[0306] The slave B further includes a button switch 
unit 281, which has an "anger" button 282, a "sadness" 

5 button 283, a "pleasure" button 285, a "happiness" but- 
ton 284 and a "vocalization" button 286, and an input 
processor 280 for applying prescribed processing to, 
signals from the button switch 281 . 
[0307] The operating elements 121 correspond to 

10 these "happiness", "anger", "sadness" and "pleasure" 
switches, and the operating element 122 corresponds to 
the "voice" switch. 

[0308] The slave B has an interactive-game main pro- 
gram 273. which is the body that executes the interac- 

15 five game. The interactive-game main program 273 
outputs signals to the generating processor 275, char- 
acter-display/animation processing circuit 272 and 
transmission processor 276, Signals from the reception 
processor 278 and input processor 280 are applied to 

20 the program. 

[0309] The slaves A 290 and B 270 are utilized 
together in the interactive game. That is, infrared radia- 
tion in accordance with the IrLED standard from the 
transmitter 299 of slave A are received by the receiver 

25 277 of slave B, and infrared radiation in accordance with 
the IrLED standard from the transmitter 279 of slave B 
are received by the receiver 297 of slave A. 
[0310] The interactive game has the construction 
described above. Specifically, the interactive game has 

30 voice button switches corresponding to the emotions of 
happiness, anger, sadness and pleasure, and voice 
generation processing corresponding to these emotions 
of happiness, anger, sadness and pleasure is executed. 
[031 1 ] The following can be mentioned as an example 

35 of mapping to voice signals indicative of happiness, 
anger, sadness and pleasure: 

"Happiness" corresponds to a loud, high-pitch 
sound the envelope of which is somewhat large. 

40 "Anger" corresponds to a loud, low-pitch sound the 
envelope of which is somewhat large. "Sadness" 
corresponds to a quiet, high-pitch sound having a 
somewhat attenuated envelope, and "pleasure" 
corresponds to a quite, low-pitch sound having a 

45 somewhat diminished envelope. 

[0312] Ten to several dozen words are produced by 
simple key-operation patterns such as Morse-signal 
patterns. Simple emoticons and expressive words cor- 
50 responding to these emotions are displayed at the same 
time. 

[0313] Examples of the emoticons that can be men- 
tioned are a heart shape, a lightening bolt, smoke, an 
exclamation mark and a question mark. 
55 [0314] In this interactive game, the state of reception, 
namely whether the interactive state is on or off, is 
expressed by the appearance/exit of characters and by 
vocalized animation. New words or names are regis- 
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tered. Words are generated and verified by the button 
switches and then transferred by the voice button. 
[031 5] This interactive game is so configured that two 
individuals can play using two slaves, one individual can 
play in interaction with an artificial character using the s 
master, and a number of individuals can play online 
using the communication function of the master. 
[031 6] A series of steps of the interactive game will be 
described with reference to a flowchart shown in Fig 
48. ,0 
[031 7] A flag indicative of another party is turned off at 
an initial step S371 . an existence or a present-time sig- 
nal is transmitted at step S372. and a signal is received 
at step S373. Control then proceeds to step S374. 
[0318] Processing branches at an initial step S374 in 15 
regard to whether a constant- or a fixed-time signal is 
absent. Specifically, a "YES" decision is rendered and 
control proceeds to step S375 if there is no constant- 
time signal, and a "NO" decision is rendered and control 
proceeds to step S377 if there is a constant-time signal. 20 
[031 9] Processing branches at step S375 depending 
upon whether the flag indicative of the other party is on. 
Specifically, a "YES" decision is rendered and control 
proceeds to step S376 if the other-party flag is on, and 
a "NO" decision is rendered and control returns to step 25 
S372 if the other-party flag is not on, 
[0320] The other-party flag is turned off and an anima- 
tion showing the other party exiting is displayed at step 
S376. Control then returns to step S373. 
[0321 ] Processing branches at step S377 depending 30 
upon whether the present signal is present. Specifically, 
a "YES" decision is rendered and control proceeds to 
step S378 if the present signal is present, and a "NO" 
decision is rendered and control proceeds to step S380 
if the present signal is not present. 35 
[0322] Processing branches at step S378 depending 
upon whether the flag indicative of the other party is on. 
Specifically, a "YES" decision is rendered and control 
proceeds to step S372 if the other-party flag is on. and 
a "NO" decision is rendered and control proceeds to 40 
step S379 if the other-party flag is not on. 
[0323] The other-party flag is turned on and animation 
processing for appearance of the other party is exe- 
cuted at step S379. Control then return to step S372. 
[0324] Processing branches at step S380 depending 45 
upon the presence or absence of a voice signal. Specif- 
ically, a "YES" decision is rendered and control pro- 
ceeds to step S381 if a voice signal is present, and a 
"NO" decision is rendered and control proceeds to step 
S384 is a voice signal is not present. 50 
[0325] Processing branches at step S381 depending 
upon whether the flag indicative of the other party is on. 
Specifically, a "YES" decision is rendered and control 
proceeds to step S382 if the other-party flag is on. and 
a "NO" decision is rendered and control proceeds to 55 
step S383 if the other-party flag is not on. 
[0326] Voice processing is executed and animation 
processing for conversation with the other party is exe- 



cuted at step S382. The other-party flag is turned on, 
animation for appearance of the other party is executed 
and so is voice processing at step S383. Control pro- 
ceeds to step S385 from both step S382 and step S383. 
[0327] If button-switch input processing is executed at 
step S3S4, voice signal processing is executed as well 
as voice-signal transmission processing for talking ani- 
mation. Control then proceeds to step S385. 
[0328] Conversational game processing is executed at 
step S385, after which control returns to step S372. 
[0329] The game described above is one in which an 
artificial conversation is carried out among a plurality of 
slaves. An IrLED signal is sent to slave B in dependence 
upon the key-operation sequence of slave A, and slave 
B converses using the corresponding voice pattern. 
[0330] Described next will be a passport as well as a 
common currency between games, in which a game 
program that has been loaded in a master transfers spe- 
cific information to a slave and the information is capa- 
ble of being verified from the display unit of the slave or 
from an IrLED command. 

[0331 ] When a specific game is purchased or the goal 
thereof achieved, a specific image can be displayed on 
a slave. As a result, the game becomes a passport to an 
event held in the outside world that only the game pur- 
chaser or achiever can attend. In other words, the game 
becomes a passport to an actual event. 
[0332] The passport is also used in regard to a com- 
mon currency between games, in which whenever sup- 
ported software is purchased, points are added and 
transferred to the slave. 

[0333] The current points of the common currency can 
be verified at the position displayed on the display unit 
of the slave. In regard to the common currency, a bonus 
service is received in the form of a character that can be 
used in a game, this service conforming to the number 
of points. The points of the common currency can expire 
upon elapse of a fixed time measured by the clock of the 
slave. The common currency resembles electronic 
cash, the balance of which is displayed. 
[0334] Image data, IrLED pattern data, numeric binary 
data and the like are transferred to the slave, together 
with an image display and IrLED command-issuance 
program, as the game ID, event ID and currency ID, etc., 
at game events such as a game-goal achievement 
event, purchasing event and temporary event using the- 
master. In accordance with the event, the game ID 
within the slave, namely the slave ID, an event ID and 
numeric binary data after a currency check are added 
on or erased. 

[0335] An example of generation of a game ID will now 
be described, in a case where there is no game ID 
within a slave when a game is started up at the master, 
encoding is performed to create a game ID using the ID 
number assigned to the game CD-ROM package, the 
entered user name or the connected slave ID and code 
common to the game, and the game ID is registered in 
the slave. If one has the key to the code, the slave name 
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(user name) and an ID specific to the CD-ROM can be 
generated from the game ID. 

[0336] An event ID is generated when a game event is 
held, and the game ID and event ID in the slave are 
checked and registered. The currency ID also is gener- 5 
ated by a current processing event in a manner similar 
to that of an event ID, the game ID in the slave and the 
currency ID are checked and these are registered. 
[0337] in regard to event processing, a wireless PC 
which receives an IrLED signal transferred from a slave, io 
or a master having an attached slave, allows admission 
and permission to play the event game at the site where 
the event is being held. Confirmation may be made by a 
display pattern. 

[0338] From the IrLED signal comprising the game ID is 
transmitted from a slave possessed by a visitor to the 
event, using the key to the common code, the ID specific 
to the CD-ROM and the user name, i.e., the slave ID, 
are extracted, a comparison is made with the event ID 
transmitted at the same time, and the event, such as 20 
admission and playing of the game, is allowed. 
[0339] Currency and game points are exchanged and 
transferred between slaves and between a slave and a 
master by the above-described ID check and collation. 
[0340] A series of steps for creating a game ID, game- 25 
event ID and currency ID will be described with refer- 
ence to a flowchart shown in Fig. 49. 
[0341] Processing branches at step S371 depending 
upon presence or absence of a slave. Specifically, a 
"YES" decision is rendered and control proceeds to step 30 
S372 if a slave is absent, and a "NO" decision is ren- 
dered and control proceeds to step S373 if a slave is 
present. 

[0342] Prescribed processing in an Instance where 
there is no slave is executed at step S372. 35 
[0343] Data is read in from the slave at step S373. 
Control then proceeds to step S374. 
[0344] Processing branches at an initial step S374 
depending upon presence or absence of a game ID. 
Specifically, a "YES" decision is rendered and control 40 
proceeds to step S378 if a game ID is present, and a 
"NO" decision is rendered and control proceeds to step 
S375 if a game ID is absent. 

[0345] A menu display for entry of an ID number spe- 
cific to a CD-ROM is presented and input processing is 45 
executed at step S375, The ID number specific to the 
CD-ROM and the slave ID are encoded by a game com- 
mon key at step S376. the encoded data is transferred 
to the slave as the game ID at step S377, and control 
then proceeds to step S378. 50 
[0346] The game is started at step S378. 
[0347] In the ensuing steps, the game proceeds while 
communication with the slave is carried out Control 
then arrives at step S379. 

[0348] Processing branches at an initial step 8379 55 
depending upon whether a game event has been held. 
Specifically, a "YES" decision is rendered and control 
proceeds to step S380 if a game event has been held, 



and a "NO" decision is rendered and control proceeds 
to step S381 if a game event has not been held. 
[0349] The event ID of the slave and a parameter are 
compared at step S380, after which the game event ID 
and a new parameter are transferred to the slave. Con- 
trol then proceeds to the next step S381. 
[0350] An additional step between the master and 
slave attendant upon progress of the game can be 
included between steps S379, S380 and step S381. 
[0351] Processing branches at step S381 depending 
upon whether a currency event has occurred. Specifi- 
cally, a "YES" decision is rendered and control proceeds 
to step S382 if a currency event has occurred, and a 
"NO" decision is rendered and this series of steps is 
exited if a current event has not occurred. 
[0352] The currency ID of the slave and a parameter 
are compared at step S382, after which the currency ID 
and a new currency parameter are transferred to the 
slave. This series of steps is then exited. 
[0353] In the game described above, a game program 
that has been loaded in a master transfers specific infor- 
mation to a slave, and the information can be verified 
from the display unit of the slave. When a specific game 
is purchased or the goal thereof attained, a specific 
image can be displayed on the slave. As a result, the 
game becomes a passport to an actual event that only 
the game purchaser or game achiever can attend. 
[0354] in other words, there is provided a passport to 
an event and a common currency between games by 
transferring specific information from a master to a 
slave. 

[0355] Described next will be a portable video game 
that employs artificial life, in which characters raised by 
a game run by the master are transferred successively 
to a slave, the characters are carried about by the slave 
and can be communicated and transferred between 
slaves using an IrLED. 

[0356] A series of steps regarding a portable video 
game that employs artificial life will now be described 
with reference to a flowchart shown in Fig. 50. 
[0357] A CD-ROM is read at an initial step S391 , a 
program is started up at the next step S392 and 
processing branches at step S393 in dependence upon 
a data loading menu. 

[0358] Specifically, control proceeds to step S394 if 
data is loaded and to step S396 if data is not loaded. 
[0359] A load request is sent to slave A at step S394. 
Control proceeds to step S395 if loading is successful 
and returns to step S393 if loading fails. 
[0360] Data is loaded from slave B at step S395. 
[0361 ] A game G1 is executed at step S396 and then 
control proceeds to step S397. 

[0362] Processing branches at step S397 in depend- 
ence upon a data save menu. That is, control proceeds 
to step S398 if data is to be saved. This series of steps 
is exited if data is not to be saved. 
[0363] A save request is sent to slave A at step S398. 
Control proceeds to step S399 if saving is successful 
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and returns to step S397 if saving fails. 
[0364] Processing executed on the slave side will be 
described with reference to a flowchart shown in Fig. 
51. 

[0365] Processing branches at an initial step S401 5 
depending upon whether the slave has been connected 
to the master. Specifically, a "YES" decision is rendered 
and control proceeds to step S402 if the slave has been 
connected to the master, and a "NO" decision is ren- 
dered and a transition is made to a stand-alone mode if io 
the slave has not been connected to the master. 
[0366] The slave waits for contact from the master at 
step S402. If a contact is received from the master A, 
the master is contacted at step S403 and control pro- 
ceeds to step 8404. 75 
[0367] Processing branches at step S404 depending 
upon whether there is a load request. Specifically, a 
"YES" decision is rendered and control proceeds to step 
S405 if there is a load request, and a "NO" decision is 
rendered and control proceeds to step 8406 if there is 20 
no load request. 

[0368] Data is loaded to the master at step 8405 and 
control then proceeds to step 8406. 
[0369] Processing branches at step 8406 depending 
upon whether there is save request. Specifically, a 25 
"YES" decision is rendered and control proceeds to step 
S407 if there is a save request, and a "NO" decision is 
rendered and control returns to step 8402 if there is no 
save request. 

[0370] Data from the master is saved at step S407. 30 
Control then returns to step S402. 
[0371] Processing executed on the slave side in the 
stand-alone mode will be described with reference to a 
flowchart shown in Fig. 52. 

[0372] Processing branches at an initial step 841 1 in 35 
dependence upon a main menu. Specifically, control 
proceeds to step 8412 in case of "game", to step 8415 
in case of "send" and to step 8416 in case of "receive". 
[0373] A game G2 is executed at step 8412 and 
processing branches at step 841 3 in dependence upon 40 
whether the game results are to be saved. Specifically, 
a "YES" decision is rendered and control proceeds to 
step S414 is game results are to be saved, and a "NO" 
decision is rendered and control returns to step S41 1 if 
game results are not to be saved. 45 
[0374] Gave results are saved at step 841 4 and then 
control returns to step S41 1. 

[0375] Data is transmitted to slave B at step S41 5 and 
then control returns to step S41 1 . 

[0376] Data is received from slave B at step 841 6 and so 
then control returns to step S41 1 . 
[0377] The details of transmission/reception will now 
be described with reference to a flowchart shown in Fig. 
53. First, in regard to transmission on the slave side, a 
transmission request is sent to slave B at step 8421. 55 
Control proceeds to step S422 if the transmission 
request is successful and this series of steps is termi- 
nated if the transmission request fails. 



[0378] This slave sends its own data to slave B at step 
S422 and then this series of steps is exited. 
[0379] The details of reception at the slave will be 
described with reference to a flowchart shown in Rg. 
54. 

[0380] The slave waits for a transmission request from 
slave B at an initial step 8431 . ,lf a transmission request 
is received, control proceeds to step S432. If a trans- 
mission request is not received, this indicates failure or 
time-out and, hence, this series of steps is exited. This 
slave responds to slave B at step S432 and transfers the 
data of slave B to itself at step S433. This series of 
steps is then exited. 

[0381 ] The game described above is a portable, min- 
iature game machine connected to a game machine for 
home use, namely a portable video game in which a 
character used in the game run on the master game 
machine is transferred to the portable game machine 
constituting the slave, only the slave is carried about 
after the transfer and the game character can be trans- 
ferred between slaves using infrared communication. 
[0382] An example in which TV program information is 
distributed by a CD- ROM and this program is used upon 
being transferred from a master to a slave will be 
described next. 

[0383] TV programs are distributed by a CD-ROM or 
the like, the master reads in the TV program and the 
user transfers a program desired to be recorded on the 
screen to a slave. The slave refers to its internal clock, 
communicates with video equipment by IrLED at the 
required time and controls the video equipment. 
[0384] First, a series of steps regarding the master 
side will be described with reference to a flowchart 
shown in Fig. 55. 

[0385] The CD-ROM is driven at an initial step S441 , 
a database is read in at step 8442 and the time table of 
each TV program is displayed at step 8443. Control 
then proceeds to step S444. 

[0386] Processing branches at step S444 in depend- 
ence upon whether a time table displayed at step S443 
has been selected. Specifically, a 'YES" decision is ren- 
dered and control proceeds to step S445 if the time 
table has been selected, and a "NO" decision is ren- 
dered and control returns to step S443 if the time table 
has not been selected, 

[0387] A preview of a selected TV program is dis- 
played at step 8445 and control then proceeds to step 
S446, 

[0388] Processing branches at step S446 depending 
upon whether a selected TV program has been decided 
on. Specifically, a "YES" decision is rendered and con- 
trol proceeds to step 8447 if the selected TV program 
has been decided on, and a "NO" decision is rendered 
and control returns to step 8443 if the selected TV pro- 
gram has not been decided on. 
[0389] The selected TV program data is transferred to 
the slave at step 8447 and control then proceeds to 
step S448. 
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[0390] Processing branches at step S448 depending 
upon whether this series of steps is to be exited. A 
"YES" decision is rendered and this series of steps is 
exited if "EXIT" has been selected, and a "NO" decision 
is rendered and control returns to step S443 if "EXIT" 5 
has not been selected. A screen display will now be 
described with reference to a display screen shown in 
Fig. 56. The latter illustrates a display screen of a televi- 
sion receiver. 

[0391] A generally rectangular program display win- 10 
dow 231 is open on the left side of a display screen 200, 
a generally rectangular preview window 233 is open at 
the upper right of the display screen 200, and a program 
information window 234 is open at the bottom right of 
the display screen 200. 15 
[0392] Programs in a time sequence per each broad- 
cast station are displayed in the program display win- 
dow 231. A program displayed in the program display 
window 231 can be subjected to a prescribed operation 
such as recording after it is selected. A selected pro- 20 
gram appears as a highlighted display 232. 
[0393] A preview image of the selected program is dis- 
played in the preview window 233, and prescribed infor- 
mation regarding the selected program is displayed in 
the program information window 234. 25 
[0394] A series of steps regarding processing on the 
slave side will now be described with reference to a 
flowchart shown in Fig. 57. 

[0395] Processing branches at an initial step S451 
depending upon whether the slave has been connected 3o 
to the master. Specifically, a "YES" decision is rendered 
and control proceeds to step S452 if the slave has been 
connected to the master, and a "NO" decision is ren- 
dered and control proceeds to step 8453 if the slave 
has not been connected to the master. 35 
[0396] Data is saved at step S452 in response to a 
command from the master. This series of steps is than 
exited. 

[0397] Time is read out of the clock at step S453 and 
TV program information that has been saved is 4o 
searched at step S454. Control then proceeds to step 
8455. 

[0398] Processing branches at step 8455 depending 
upon whether starting time matches the present time. 
Specifically, a "YES" decision is rendered and control 45 
proceeds to step S456 if the starting time matches the 
present time, and a "NO" decision is rendered and con- 
trol returns to step S453 if the starting time does not the 
present time. 

[0399] The equipment that is to be operated is read 5o 
out of the saved data at step S456, the content of the 
operation is read out at step S457. and a signal for oper- 
ating the equipment is transmitted by IrLED of infrared 
radiation at step S458. Control then returns to step 
S453. 55 
[0400] Thus, as described above, TV program infor- 
mation is distributed by a CD-ROM, the master reads in 
this information and the user transfers a program 



desired to be recorded on the screen to a slave. The 
slave refers to its internal clock, communicates with 
video equipment by IrLED at the required time and con- 
trols the video equipment. 

[0401 ] Next, utilization of an actual event using a slave 
during a game will be described. 
[0402] Utilization of an actual event during a game 
entails transferring information to the slave if the game 
being run on the master requests a certain event. 
[0403] More specifically, the user pulls out the slave 
and, in accordance with an image displayed on the dis- 
play unit of the slave, actually searches for a town out- 
side, e.g., a town in Shibuya. The user enters a 
keyword, which is obtained at a specific location, into 
the slave. At the same time, information is entered from 
the slave of another party, which is an associated party 
[0404] Finally, the user takes the slave home, makes 
a transfer to the master and is capable of proceeding 
with the game on the master when it has been con- 
firmed that the goals of all events have been attained. 
This is a game of the type in which the game proceeds 
while the user experiences a combination of real and 
artificial worlds. 

[0405] A series of steps executed on the master side 
will be described with reference to the flowchart shown 
in Fig. 58. 

[0406] A game G1 is executed at an initial step S461. 
Control then proceeds to step S462. 
[0407] Instructions are presented on a screen and the 
corresponding program/data is transferred to the slave 
at step S462, the master waits for the slave to be 
removed from the master at step S463, the master waits 
for the slave to be inserted Into the master at step S464, 
the master reads out content that has been saved in the 
slave and performs a test to see whether the result read 
out matches a password at step S465. 
[0408] If the result of the test is a match, an "OK" deci- 
sion is rendered and control proceeds to step 8466. If 
the result of the test is a non-match, an "NG" decision is 
rendered and control returns to step S462. 
[0409] A game G2 is executed at step S466. 
[041 0] A series of steps executed on the slave side will 
now be described with reference to a flowchart shown in 
Fig. 59. 

[041 1 ] The slave waits for loading of a program at an 
initial step S471, starts up the loaded program at the 
next step S472 and waits to be removed from the mas- 
ter at step S473. Control then proceeds to step S474. 
[0412] Instructions indicative of a destination or the 
like are displayed on the screen at step S474, the slave 
waits for an input at step S475, and processing 
branches at step S476 depending upon whether an 
input is the one expected. 

[041 3] More specifically, a "YES" decision is rendered 
and control proceeds to step S477 if the input is the one 
expected, and a "NO" decision is rendered and control 
returns to step S474 if the input is not the one expected. 
[0414] Instructions such as instructions regarding a 
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communicating party are displayed on the screen at 
step S477, an input from an external infrared device is 
awaited at step S478, and processing branches at step 
S479 depending upon whether an input is the one 
expected. ^ 
[041 5] More specifically, a "YES" decision is rendered 
and control proceeds to step S480 if the input is the one 
expected, and a "NO" decision is rendered and control 
returns to step S477 if the input is not the one expected. 
[0416] A password is saved in a non-volatile memory io 
within the slave at step S480. This series of steps is 
then exited. 

[041 7] It should be noted that a plurality of steps exist 
between step S479 and step S480. 
[0418] The example described above is a combined 15 
so-called roll-playing game (RPG). 
[041 9] More specifically, information is transferred to a 
slave if a game being run on the master requests a cer- 
tain event. The user pulls out the slave and, in accord- 
ance with an image displayed on the display unit of the 20 
slave, actually searches outside for a town in Shibuya. 
etc. The user enters a keyword, which is obtained at a 
specific location, into the slave. At the same time, infor- 
mation is entered from the slave of another party, which 
is an associated party. 25 
[0420] Finally, the user takes the slave home, makes 
a transfer to the master and is capable of proceeding 
with the game on the master when it has been con- 
firmed that all the goals of all events have been attained. 
This is a game of the type in which the game proceeds so 
while the user experiences a combination of real and 
artificial worlds. 

Claims 

35 

1 . A portable electronic device equipped with an inter- 
face for making a connection to a master having a 
program executing function, characterized by com- 
prising: 

40 

program storage means for storing a program; 
control means for controlling execution of said 
program; and 

wireless communication means for performing 
at least one of data transmission and data 45 
reception with another device; 
wherein information accompanying execution 
of the program of the master is transferred, and 
data that is based upon the transferred infor- 
mation is transmitted via said wireless commu- 50 
nication means. 

2. The portable electronic device according to claim 1 , 
characterized in that the connected master is a 
video game station, and a signal that controls 55 
another device is transmitted via said wireless com- 
munication means based upon information 
obtained with progress of game from the connected 



master. 

3. The portable electronic device according to claim 2, 
characterized in that said control means learns a 
remote-control signal of another device received via 
said wireless communication means, converts 
information obtained with progress of game from 
said master to the remote-control signal of said 
other device, and transmits the signal via said wire- 
less communication means. 

4. An entertainment system comprising a master hav- 
ing a program executing function and a slave 
equipped with an interface for making a connection 
to the master, 

characterized in that: 

said master has control means for transferring 
information accompanying execution of said 
program to said slave and for reading in infor- 
mation from said slave; and 
said slave has: 

program storage means for storing a program; 
control means for controlling execution of said 
program; and 

wireless communication means for performing 
at least one of data transmission and data 
reception with another device, wherein infor- 
mation accompanying execution of the pro- 
gram of the master is transferred, and data that 
is based upon the transferred information is 
transmitted via said wireless communication 
means. 

5. The entertainment system according to claim 4, 
characterized in that said master is a video game 
station, a program is downloaded from said master 
to the storage means of said slave; and 

said slave transmits a signal, which controls 
another device, via said wireless communica- 
tion means based upon information obtained 
with progress of the game from said master. 



25 



EP 0 976 429 A1 




EP 0 976 429 A1 




27 



EP 0 976 429 A1 





28 



EP 0 976 429 A1 



61' 



GTE 



5r 



52" 



53" 



54' 



CPU 



PERIPHERALSl 
CONTROL 



MAIN 
MEMORY 



ROM 



50 
96" 

97' 



p I o 



S 10 



■BUS 



GPU 



FRAME 
BUFFER 



,62 



,63 



IMAGE 
DECODER 



^4 



S P u 



.71 



SOUND 
BUFFER 



,72 



SUBORDINATE ^4 



DECODER 



BUFFER 



■60 



•o VIDEO OUTPUT 



70 



73 



<5"' 



OPTICAL 
,83 DISK device; 



80 



20 



COmWICATIONST 
COfiTHOL 



91 



CONTROLLER 



SB 



3 



8A 



MEMORY 
filL- 



1 



10 100 



F/G. 4 



29 



EP 0 976 429 A1 



140 




\ 



120 



30 



EP 0 976 429 A1 




EP 0 976 429 A1 





33 



EP 0 976 429 A1 



r 



LU 



o 
o 



s 

I — 

o 



d 

CO 



UJ 
O 



CO 



o 



UJ 

o 

LU UJ ^ 

^ ^ i 

^ § 

Z UJ UJ o 



2E ~ 



a. =7 
<>o a. 



o — -«c 



CO c;> ^ 

c/O •< 3E 

UJ U, 

-J 32 

UJ UJ o 

rx o 



o 
-< 
u. 

s 



3 

o 



o 



CD 

o 



a: 




o 




»— 




o 




UJ 








o 





OS or 



OO LU 



Q O 



§1 



to 

UJ 



CO 









O 




o 


>- 


-J 

CO 


CO 









o 
o 

d 

T 



>- 

or 

o 



UJ 



r j 



O 



>- 



03 



o 



coo 
UJZ 



CO 



34 



EP 0 976 429 A1 




EP 0 976 429 A1 




EP 0 976 429 A1 



VIDEO GAME STATION 
(MASTER) 



DATA 



CPU 



,51 



MICROCOMPUTER 



PROGRAM MEMORY 



41a 



PORTABLE ELfCTRONlC DEVICE 
(SUVE) 



,100 
'41 



37 



EP 0 976 429 A1 



CPU ON SIDE OF VIDEO GAME 
STAT ION (MASTER) 



READ PROGRAM (DATA) FROM 
OPTICAL DISK 



■ST1 



MICROCOMPUTER ON SIDE OF 
PORTABLE ELECTRONIC DEVICE 
(SLAVE) 



• ISSUE TROGRAM DOWNLOAD 
REQUEST COMMAND'TO SUVE 
MICROCOMPUTER 

•PERFORM STATUS POLLING 



ST3^ 

COMMAND 
— >j 



-ST2 



,ST5 



ACCEPT TROGRAM DOWNLOAD 
REQUEST COMMANDTROM 
MASTER CPU 



•SEND PROGRAM (DATA) TO MBIORY 
IN SUVE MICROCOMPUTER IF 
•PROGRAM DOWNLOAD PERMISSION 
STATUS'lS ACCEPTED FROM 
SUVE MICROCOMPUTER 

-PERFORM STATUS POLLING 



STATUS 



ST4- 
PROGRAM 
(DATA) 



m 



ST6- 



m ROUTINE CORftEHTRY 
BEING PROCESSED 

•SEND'PROQRAIII DOWNLOAD 
PERlliSSlOH STATUS*BACK 
TO MASTER CPU 



•ACCEPT PROGRAM (DATA) FROM 
MASTER AND WRITE TO 
PROGRAM MEMORY 



•ISSUE "PROGRAM-START COMMAND' 
UPON ACCEPT 1 NG 'PROGRAM-START 
PERMISSION STATUS'FROH SUVE 
MICROCOMPUTER 



ST7-> 
STATUS 



^ST8 



ESTABLISH EXECTION 
ENVIRONMENT UPON ACCEPTING 
FINAL PROGRAM DATA FROM VASTER 

•SEND TROGRAM DOWNLOAD 
PERMISSION STATUS'BACK TO 
CPU OF CONSOLE 



COMMAND 
» 



ST9-> 



RUN PROGRAM FROM 
PREDETB^MINED ADORES UPON 
ACCEPTING 'PROGRAIfr-START 
COMMAND''FROM MASTER GPU 



/S 



38 



EP 0 976 429 A1 



VIDEO GAME STATION (MASTER) 



CPU 



MON-VOUTILf 
MEMORY 



46 



MICROCOMPUTER 



PROGRAM 
MEMORY 



T" 

41a 



,100 



.41 



PORTABLE ELECTRONIC DEVICE 
(SLAVE) 



39 



EP 0 976 429 A1 



CPU ON SIDE OF VIDEO GAME 
STATION(MASTER) 



READ PROGRAM(DATA)FROM 
OPTICAL DISK 




/ST12 

' / 


SEND PROGRAM DATA TO 
SLAVE NON-VOUTILE 
MEMORY 


. 3 


I. 



ISSUE 'PROGRAM-START 
REQUEST aj*1AN0",TO 
WHICH PROGRAM STARTING 
ADDRESS INFORMATION HAS 
BEEN ADDED, SLAVE 
MICRQCCMPUTER 



'ST11 



PROGRAM 
(DATA) 



COMMAND 



STATUS 



,ST14 



COMMAND 



ST15v 



MICROCOMPUTER ON SIDE OF 
PORTABLE ELECTRONIC DEVICE 
(SLAVE) 



ST13 



1 



ACCEPT PROGRAM(DATA) 
FROM MASTER CPU AND 
WRITE TO NON-VOLATILE 
MEMORY OF MEMORY CARD 



UPON ACCEPTING "PROGRAM- 
START REQUEST CGNMANO"FROM 
THE MASTER CPU. COPY TO 
PROGRAM MEMORY OF 
MICROCOMPUTER IM ACCORDANCE 
WITH THIS COPLAND 



ST16. 



EXECUTE PROGRAM FROM 
STARTING ADDRESS OF 
PROGRAM THAT HAS BEEN 
COPIED TO PROGRAM 
MEMORY 



40 



EP 0 976 429 A1 



MASTER 
( START ^ 



CREATE INITIAL LESSON 



GIVE LESSON ON TV MONITOR 



aiVE CONFIRMATION TEST ON TV MONITOR 



S101 



,S102 



,3103 



TOTALIZE ANSWERS 



,^104 



S105 




CREATE REVIEW QUESTIONS FOR SLAVE 



TRANSMIT PROBLEMS TO SLAVE 



RECEIVE TOTALIZATION OF REVIEWI 
PROBLEMS FROM SLAVE 



CREATE NEW LESSONS BASED UPON 
TOTALIZATION OF REVIEW QUESTIONS 



SI 06 
,S107 

-SI 08 
.SI 09 



• S110 



J\LL LESSONS COHPLETEDIL 

[yes 

( END ) 



F/G. /ff 



41 



EP 0 976 429 A1 



SLAVE 
( START ) 



RECEIVE REVIEW PROBLEMS 
FROM MASTER.. 



ANSWER REVIB/ QUESTIONS USING 
DISPLAY UNIT AMD BUTTONS 



TOTALIZE RESULTS 






TRANSMIT TOT 
REVIEW PROBL 


(VLI2ATI0N OF 
EMS TO MASTER 







C END ^ 



,S111 
.8112 

,8113 
.8114 



42 



EP 0 976 429 A1 



MASTER 







» 


CREATE INITIAL LESSON 






GIVE LESSON ON TV MONITOR 






GIVE CONFIRI 
m TV MONTT 


mm TESST 






TOTALIZE ANSWERS 



SI 22 
S123 
k^124 



.S125 



20 ANSWERS COMTAIN ERRORS 



CREATE REVIEW QUESTIONS FOR SLAVE ~^ 126 



TRANSMIT PROBLEMS TO SLAVE 



RECEIVE TOTALIZATION OF REVIEW 
PROBLEMS FROM SLAVE 



TOTALIZE RESULTS OF STUDY AND 
RFSUITS OF RFVTFW PftORIFMR 



.SI 27 
.SI 28 

.SI 29 



■S130 



iLL LESSONS COMPLETED!: 

[yEs 

CmZ) 



43 



EP 0 976 429 A1 



SLAVE 

C START ^ 



RECEIVE REVIEW PROBLEMS 
FROM MASTER 



ANSWER REVIEW QUESTIONS USING 
DISPLAY UNIT AND BUTTONS 



TOTALISE RESULTS 



TRANSMIT TOTALIZATION OF 
REVIEW PROBLEMS TO MASTER 

( END ) 



.S131 



.132 



.133 



J 34 



F/G. 



44 



EP 0 976 429 A1 



MASTER 



( START ^ 



READ OUT ONE DAY' S PROBLEMS 
FROM CD-ROM 



TRANSMIT PROBLEMS TO SLAVE 



RECEIVE TOTALIZATION OF 
PROBLEMS FROM SLAVE 



-SU1 



,S142 



'SI 43 




S144 



F/e.20 



45 



EP 0 976 429 A1 



SLAVE 
( START ^ 



RECEIVE PROBLEMS FROM 
MASTER 



ANSWER REVIEW QUESTIONS 
USING DISPLAY UNIT AND BUnONS 



TOTATLIZE RESULTS 



TRANSMIT TOTALIZATION OF 
PROBLEMS TO MASTER 

C END ) 



.S151 



.S152 



,3153 



,S154 



46 



EP 0 976 429 A1 



MASTER 
C START ) 



CREATE INITIAL LESSON 



TRANSMIT PROBLEMS TO SLAVE 



RECEIVE TOTAL 
REVIEW PROBLE 


IZATION OF 
HS FROM SLAVE,. 






CREATE m LESSONS BASED UPON RESULTS 
OF TOTALIZATION OF REVIEW PROBLEMS 



SI 65 




4161 

-S162 
-S163 

-S164 



CREATE LESSONS AND SEND TO SLAVE 



47 



EP 0 976 429 A1 



SLAVE 







RECEIVE PRO 
MASTER 


BLEHS FROM 






ANSWER QUESTIONS USING 
DISPLAY UNIT AND BUHONS 






TOTALIZE RESULTS 






TRANSMIT RESULTS OF TOTALIZATION 
OF PROBLEMS TO MASTER 







C END ) 



.sm 

,S172 

.S173 
.S174 



CREATE LESSONS AND SEND TO SLAVE 



F/G.23 



48 



EP 0 976 429 A1 



200 



203 

VEiSETABLE 
STORE 




.201 






A 








Q 

204 




f 

202 



F/6.24 



POST OFFICE 



F/e.25 



49 



EP 0 976 429 A1 



MASTER 
C START ) 



DISPLAY HAP ON MONITOR AND INITIALIZE 
m? DATA 



ENTER STARTING POINT ON MAP 



DISPLAY CHARACTER AT STARTING POINT 
AND RFCQRD POSITION IN ROUTE DATA 



3 



MOVE CHARACTER ALONG MAP ROUTE IN 
ACCORDANCE WITH ENTRY FROM DIRECTION KEY 



.S181 
.S182 

.S183 
^S184 



'S185 



jas character turned cornej 
'yeT 



RECORD POSITION OF TURNED CORNER IN 
RmiTF DATA 



'SI 86 



-S187 




RECORD NEARBY LANDMARKS IN ROITTE DATA 



.SI 88 



-S189 



-^•QcCTgOAL REACHED? 

IyeT 



TRANSMIT ROUTE DATA TO MEMERY CARD 



,S190 



C END ) 
PORTABLE MAP 



50 



EP 0 976 429 A1 



SLAVE 



( START ) 



RECEIVE ROUTE DATA FROM MASTER 



-S191 



DETACH FROM MASTER 



DISPUY STARING POINT 



,S192 



.S193 



S194 




DISPLAY NEXT(TURNED CORNER, LANDMARKS) 
OF ROUTE DATA 



.SI 95 



-S196 




redo button pressed? 
IyeT 



DISPLAY PREVIOUS OATA(TURNED CORNER, 
LANDMARKS )0F ROUTE DATA 



.S197 



SI 98 




goal reached? 
TyeT 

C END ) 
PORTABLE MAP 



F/G. 27 



51 



EP 0 976 429 A1 




52 



EP 0 976 429 A1 



MASTER 







CREATE ATTRIBUTE IN ACCORDANCE 
WITH CIRCUMSTANCES OF SAME 
PROGRESS 






TRANSFER CHARACTER WITH 
ATTRIBUTE TO SLAVE 







'S211 



.S212 



C END ) 
SELECTIVE TRANSFER ON PRE-SUVE BASIS 



F/G.29 



53 



EP 0 376 429 A1 




54 



EP 0 976 429 A1 



MASTER 

START ^ 



ACQUIRE GAAE HIGH SCORE 
AND ACHIEVEMENT TIME 



I 



TRANSFER GAME HIGH SCORE 
AND ACtilEVEHEOT TIME TO SUVE 



C END ~) 
DISPLAY HIGH SCORE 



^S230 



.S231 



55 



EP 0 976 429 A1 




56 



EP 0 976 429 A1 



MASTER 
( START 1 



SAVE GAME DATA 



ADD TIME(RELATIVE)UNTIL DATA 
IS ERASED OR DATE AND HOUR 
(ABSOLUT£)AT WHICH DATA IS 
ERASED ONTO SAVED DATA 



'8261 



( END ^ 
MEMORY CARD WITH TIME LIMIT 



F/G. 33 



57 



EP 0 976 429 A1 



SLAVE 

( START ^ 




MEMORY CARD WITH TIME LIMIT 

F/G. 34 



58 



EP 0 976 429 A1 



^tAU CHn", PERFORM BArif 1 

,S282 




C0N\JRT_j-^S284 



[ STORE y ^S28S 



C_END__J) 
ID SETTING BY USER 



SB 



EP 0 976 429 A1 




304 




/ PTARO 



300 



307 



y V (>p308 



60 



EP 0 S76 429 A1 



c 



START 



ENTER NAME "ABC" 



USE ASCII NOTATION '41.42.43' 



GENERATE STRING OF RANDOM NUMBERS 
IN NUMBER EQUAL TO NUMBER OF NAME 
CHARACTERS 



ADD TO OBTAIN '136.55.93" 



.S291 



.S292 



.8293 



-S294 



ARRANGE IN ALTERNATING FASHIN TO 
OBTAIN '95 J36J3,55. 50.93" 



.S295 



CONVERT NAME TO ID NUMBER 



61 



EP 0 976 429 A1 




62 



EP 0 976 429 A1 



PROCESSING P 




S323 



COMMAND A 



ilSCRIMINATION R 



•S324 





S325 










COMMAND B 



PROCESSING S ( — >-S326 



63 



EP 0 976 429 A1 



SLAVE 
C START ] 



ACQUIRE CORRESPOND I N6 DATA 
FROM IrLED COMMAND TABLE 



^S331 




ISSUE IrLED COMMAND 



( END ) 



S333 



REG I STER (SORT) i rLED I SSUANGE 
COMMAND IN TIME COMMAND TABLE 
AT TIME(Time) OBTAINED 
BY ADDING ISSUE TIME 
TO REAL TIME(RTime) 



COMMAND INTERRUPT PROCESSING 



64 



EP 0 976 429 A1 



SLAVE 

( START 1 




ISSUE REGISTRATION COMMAND 



TIME-LIMIT LOOP PROCESS 

F/G.42 



65 



EP 0 976 429 A1 



IrLED COHIilAND TABLE 



A 



A : 


( I 


r LED c onriN 


) 


( I 


a 


s u 


e T 


1 m o ) 


B : 


( I 


rLEDcomNo. 


) 


( I 


s 


8 U 


e T 


i m o ) 


C : 


( I 


r L ED c omN o. 


) 


(I 


s 


S U 


e T 


i m o ) 



TIME-LIMIT COMMAND TABLE 



(Time) : Command 



B 



f/d4J 



66 



EP 0 976 429 A1 



301 



304 



F/G. 44 



EP 0 976 429 A1 




68 



EP 0 976 429 A1 



( START ) 




infrared signal presenti: 
Ino" 



ACQUIRE PULSE DATA 



.S360 



READ TIME DATA 



— S352 



IF FIXED TIME HAS ELAPSED, 
DIBINISH NUTRITION 
PARAMFTFR OflP RFSPnUniMfil Y 



S353 



S354 




S362 



mm ON SICKNESS FLAC 



JPECIFiC PATTERN P2? 

"no 



S364 



i-1 



TURN OFF StOOJESS FLAG 



COUNT PULSES AMD ADD COUNT 
TO NUTRITION PARAMETER 



'S365 




mm PAftAUETBKTHRESHOD Th 

no" 



TURN ON SICKNESS FLAG 
AND ISSUE ALARM 



.S355 



S356 

IS SICKNESS FLAG ON?" 



S358 




NO 


DIMINISH N( 


miTioN ■ 


PARAMETER 




<- 






S359 



C END ) 



69 



EP 0 976 429 A1 




70 



EP0 976 429 A1 



( START ) 




EXECUTE VOICE^ PROCESSING 
EXECUTE ANIMATION 
PROCESSIMG FDR COHVERSATIOM 
fflTH OTHER RAR|Y 



TURH ON OTHER-PARTY FLA6| 
EXCUTE ANIMATAON 
PROCESSING SHOWING OTHER) 

mn mm mif^m^ 



71 



EP 0 976 429 A1 



( START ) 




S372 




JJURRENT EVENT?^ 
NO 



ID NUMBER SPECIFIC TO CD-ROM, 
AND RXECUTE I^|PUT PRQCgSaiM 



EHCODE 10 HUM8ER SPECIFIC TO CO-ROM 
ANP SLAVE 10 BY COMMON GAME KEY 



^S375 



^S376 



TRANSFER ENCODED DATA TO 
SLAVE AS GAME ID 



— S377 



S380 



NO 




COMPARE GAME EVENT ID OF SLAVE 
AMD PARAMETER,THEN TRANSFER GAME 
EVENT ID AND NEW PARAMETER TO SLAVE 






1 


< 


S381 





S382 



COMPARE CURRENCY ID OF SLAVE 
AND CURRENCY PARAMETER, AND 
THEN TRANSFER CURRENCY ID AND 
NEW CURRENCY PARAMETER TO SLAVE 



GENERATE GAME lO.GAME EVENT ID AND CURRENCY ID 



72 



EP 0 976 429 A1 



MASTER 
C START ) 



READ m CD-ROM 



,S391 



START UP PROGRAM 



'8392 



DO NOT LOAD 



3395- 




LOAD DATA 



S396- 



an mr savf 



GAME 1 



S399- 



SAVE DATA 



C £ND ) 




:SLAVE(A) 



SLAVE(B) 



~ SLAVE(A) 
— SLAVE(B) 



73 



EP 0 976 429 A1 



MASTER- 



MASTER^ 



MASTER 



MASTEIt*- 



SLAVE 
( START ) 




^CONNECTED TO MASTER?, 

Test 



-^(TO STAND-ALONE MODE) 



WAIT FOR REQUEST 
FRHM MASTFR 



RESPOND TO MASTER 



,S402 



.S403 



S404 




SAVE DATA FROM MASTER 



F/G. sr 



74 



EP 0 976 429 A1 




75 



EP 0 976 429 A1 



FAILED 



SLAVE 
( START ) 




SLAVE B 



SUCCEEDED 

/-S4 22 



TRANSMIT OWN DATA 
TQ SLA V E, B 
3^ 



( START ^ 

TRANSMIT 



SLAVE B 



F/a. 53 



SLAVE 
C START ^ 



FAILED OR TM OUL--- WAIT FOR _ 

^-^RAHSMISSION REQUESr 




SLAVE B 



RESPOND TO SLAVE B 



-»-SLAVE B 



TRANSFER DATA OF SLAVE 
B TO SELF 



■SLAVE B 



( START ) 
RECEIVE 



F/G. 54 



76 



EP 0 976 429 A1 



( START ^ 



DRIVE DC-ROM 



READ IN DATABASE 



i 



DISPLAY TIME TABLE OF 
FACH TV PRORRAM 




,8441 
^S442 

.3443 



8444 



PREVIEW OF CELECTED PROGRAM 




S446 



TRANSFER SELECTED TV 
PROGRAM DATA TO SLAVE 




S448 



.S445 



,S447 



PROCESSING ON MASTER SIDE 



77 



EP 0 976 429 A1 




78 



EP 0 976 429 A1 



S452 



SAVE DATA IN RESPONSE TO 

cnmm from mastfr 



SLAVE 



C START ^ 




JCONNECTED TO MASTER?. 

"noT 



READ CLOCK 



--^8453 



SEARCH SAVED TV PROGRAM 
INFORMATION 



-^8454 




TRANSMIT SIGNAL( INFRARED) 
FGR QPERATTNR FQHTPMFMT 



S457 



-S458 



79 



EP 0 976 429 A1 



MASTER 
( START ) 



GAME G1 



3" 



.S461 
,S462 



PRESENT INSTRUCTIONS ON SCREEN AND TRANSFER 
CORRESPONDING PROGRAM/DATA TO SUVE 



GAME G2 



C END ^ 



.S466 



■^►SLAVE 




SLAVE 



F/G.58 



80 



EP 0 976 429 A1 



SLAVE 
( START ) 



WAIT FOR PROGRAM TO BE LOADED 



•8471 



START UP PROGRAM 



WAIT FOR REMOVAL 
FROM MftSTFR . 



PRESENT INSTRUCTIONS 
ON SCREEN 

(PESTINATION.ETC.) , 



'S472 
-S473 

-S474 



WAIT FOR INPUT 



— S475 



IS INPUT EXPECTED INPUfT 
IS INPUT CORRECTllI 



'8476 



[YES 



PRESEMT INSTRUCTION ON SCREEN 
(DESIGNATION OF COMMUNIMTIHG 
PAHTY^ , ■ ■ 



WAIT FOR INPUT FROM 
EXTEWIAL INFRARED DEVICE 



•3477 
-S478 




SAVE PASSWORD IN NON-VOLATILE 
MEMORY WITHIN SLAVE 



— S480 



( END 



F/G. 5$ 



81 



EP 0 976 429 A1 



(a) 



(b) 



CONNECTOR 



12 



CONTROL MEANS 
(MICROCOMPUTER) 



,11 



NGN-VOUTILE 
MEMORY 



16 



11 



CONTROLLED ITEMS 



CONSOLE CONNECTION 
INTERFACE 



MEMORY INTERFACE 



F/G. W 



82 



EP 0 976 429 A1 




F/G. 6/ 



83 



EP 0 976 429 A1 



INTERNATIONAL SEARCH REPORT 


international application No. 




PCT/JP99/00669 


A. Cr.ASSIFICATION OF SUBJECT MATTER 




Int. CI' A63F9/22, G06F15/02 




According to international Patent Classificali'on (IPC) or lo both national classification a 


nd IPC 


B. MELDS SEARQICD 



Minimum documcntaiioti searched (claist Ilea lion system followed by classification symbols) 
Int. CI* A63F9/22, G06F15/02 



Documentation searched other than minimum documentation to the extent that sudi documents arc included in the fields searched 
Jitsuyo Stiinan Koho 1926-1996 Toroku Jitsuyo Shinan Koho 1994-1999 

Kokai Jitsuyo Shinan Koho 1971-1999 Jitsuyo Shinan Toro)cu Koho 1996-1999 

Electronic data base consulted during the international search (name of data base and, where practicable, scarcli terms used) 

JICST File (JOIS), Keitai, Game, Tsuushin, Densou, Tensou 



C DOCUMENTS CONSIDERED TO BE RELEVANT 



Category* 



Citation of document, with indication, where appropriate, of the relevant passaj^es 



Relevant to claim No. 



Dabisuta Magazine, Vol. 2, 20 December, 1997 (Tokyo), 
K.K. Media Factory, "Shin hatsubai 64G cable taiou 
'Daabi Sutarion'" p. 9 2 

JP, 08-309032, A (Casio Computer Co., Ltd.), 
2 6 November, 199 6 (26. 11. 96), 
Par. No. [ 0023 ] {Family: none) 

JP, 04-116746, h (Sharp Corp.), 

17 April, 1992 (17. 04. 92), 

Page 3, lower right column, lines 1 to 5 

(Family: none) 

DOS/V magazine, Vol. 6/ No, 21, 1 November, 1997 
(Tokyo), Softbanlc Corp., "Data scope application 
kaihatsu kit no taukaikata'* , p. 3 8 0-331 

DOS/V magazine, Vol. 6, No. 1, 1 January, 1997 (Tokyo) , 
Softbank Corp., "Wadai kikaku 1 DataScope DS-110 no 
kenkyuu" , p. 348-353 



1-5 



1-5 



1-5 



pxj Further documents are listed in the continuation of Box C. See patent family annex. 



* Special categories of cited documents: 

'a' (iixumcnt dcfini ng the general slate of the urt which is not 

ojR&idcrcd lo be of particular relevance 
T' earlier document but published on ur allcr the international! filing date 
'L" (Jocumcnt which may throw doulHs on prioiiiy datni(sl or whith is 

filed to establiiih the publjcytiun dale ol another cilution ur other 

spcciat reason (as spcdfttd) 
O ' d(>cumcnt referring lo an oral discto.surc, u>e., cxhihilion or other 

inrans 

'F iJocumerl pubti:>h«d prior to the inicrnalional filing date but later than 
the priority date claimed 



"T* lulcfdocamcnt published after the iniemationul filing dale or priority 

date and nol in coiifUct with the application but died to undenitand 

the principle or theory underlying the iiivcnilun 
"X" docuinciii of partieulur relevance; the claimed invention cannot be 

considered novel or cannot be considered lo involve an litveniivc step 

when the docutiicnl is tukcn alone 
"Y" docunrtent of particular rcievance; ihe claimed invcniion rannol be 

comidcrcd to involve an inventive step when ihe documcni m 

combined with one or more other such documents, such combination 

being obvious to a person sicillcd in the art 

document inenihcr of the same patent family 



Date of the actual completion of the international search 
13 May, 1999 (13. 05. 99) 



Date of mailing of the internfllional search report 
1 June, 1999 (01. 06. 99) 



Name and maihng address of the IHA/ 

Japanese Patent Office 
racsimiJc No. 



Authorized officer 



Telephone No. 



Form PCT/lSA/210 (second shed) (July 1992) 



84 



EP 0 976 429 A1 



INTERNATIONAL SEARCH REPORT 


Intemaljonal application No. 
PCT/JP99/00669 


C (Contin 


uation). DOCUMENTS CONSIDERED TO BE RELEVANT 


Category* 


Citation of docunwnt, wfih indiuaiion. where appropriate, of the relevant passages 


Rfiievant to claim No. 


A 
A 

A 


JP, 09-294260, A (Sega Enterprises, Ltd. ) / 
11 November; 1997 (11. 11. 97), 
Par. Nos. [0O51], [0066], [0087] ; Fig, 5 
(Family: none) 

JP, 03-017834, U (Seikosha Co., Ltd.), 

21 February, 1991 (21. 02, 91), 

Page 2, lines 12 to 20 (Family: none) 

Gekkan Ascii, Vol. 22, No. 7, 1 July, 1998 (Tokyo), 
Ascii Corp., "Sega no Jisedai game machine 
'Dreamcast' happyoul", p. 2 01 


1-5 

1-5 
1-5 



Form PCT/ISA/210 (cucliimatioa of sccoad shetM) (July 1992) 



85 



